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First I’d like to say what an honor it is to bring you the US exclusive 
on Konami’s new Castlevania for the PlayStation. We’ve perhaps never 
chased down a game so vigorously as this, and I am forever in Konami US 1 
and Japan’s debt for making it happen. I’d love to divulge the US title of 
said 2D masterpiece but cannot as the decision, though down to two 
possibles, has not been reached. 

We’ve had a tough run of it this month, assembling the publication 
amongst the hammering thunder of construction as we expand the 
GameFan offices making room for our growing book division and MegaFan. 

So the arrival of Castlevania along with an issue of predominately good 
software was indeed welcome. 

It’s great to see the continuation of gaming legacies and from the looks , 
of things, that evolution is not about to change. Not only are sequels to 
the games we’ve cherished for years, like MegaMan, Castlevania, Street i 
Fighter, Star Wars, Contra, and Final Fantasy, abundant, but new games as well | 
are gathering new and old users alike and spawning sequels at a record ; | 
pace. Off the top of my head, Resident Evil, Tomb Raider, Gex, Crash, and 
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2 movie business, our industry is sequel driven. It makes I 
ling works and there’s room for improvement and/or ! 
ile remaining true to the original formula, gamers, like I j 
will be a part of it. It’s when a sequel is made for money’s | 
nd to get a tad ugly. There’s nothing worse than that sink- | 
'ou’ve built up excitement for a product due to what it’s " 
i unwrap it to find a worthless scrap of bad game theatre. | 1 
vn to the corporate/marketing side allowing the creative | t 
and trust necessary to produce gold. When the two mix I • 
sually tragic, but working in tandem, each staying on his/her I | 
things usually turn out better all the way around. Let’s * 
e latter, as things progress throughout the reign of 32/64 | g 
o the gaming scene of tomorrow. 

Ii 

the subject of preserving the industry, which can be put 
press my concern regarding copying devices, which have * 
their ugly heads. Touted as a means of never paying for < 
is simply not true. These devices are not only Illegal but * 
their use is higher prices across the board and, should j 
:spread, it’s not unthinkable that certain companies may 
ipment dollar elsewhere. I can’t imagine pouring years of | 
to a game only to see an incomplete version circulating, 

: away for free. If we want great games we have to show » 

• the people who make them. If we all play nice togeth- 
will benefit us all, and in a world as crazy as ours, video “* 
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Introducing The All-New MechWarrior®2 
Arcade Combat Edition. 



Rebuilt from the ground up. 

MechWarrior® 2 is coming. Featuring true 3-D 
simulator styling, yet customized for the console. 
It's the first combat simulator totally redesigned 
to bring you ultra-fast shooter-style gameplay. 
From #1 in its class — to #1 at hauling chassis, 
its groundbreaking design leaves PC ports behind. 
No wonder the all-new Arcade Combat Edition of 
Mech Warrior® 2 is turning heads — into shrapnel. 


MECHWARRIIIK2 

31 ST CENTURY COMB AT 


Arrives March 28th 
















■ 1. Final Fantasy VII -PS 
| 2. Castlevania X - PS 
| 3. Virtual On - Saturn 

4. SFA 2 - Saturn 
^ 5. Suikoden - PS 


1 6. Puzzle Fighter II- Saturn 
7. Turok - N64 

8. Mario Kart 64 -Nintendo 64 

9. RayStorm - PS 

10. Soukyugurentai - Saturn 


5. Elevator Action Returns ■ Saturn 

1. Street Fighter 3 - Arcade 

2. Super Mario Kart 64 - N64 

3. Street Fighter Turbo- SNES 

4. Final Fantasy VII- PS 

5. SoulBlade - PS 

Vandal Hearts - PS 

2. RayStorm - PS 

3. Castlevania X- PS 

4. Assault Suit Leynos 2 - Saturn |j 

5. Soukyugurentai - Saturn 


_ 6. Assault Suit Leynos 2 - Saturn 
7. GTI Club -Saturn 
i 8. Tetris Jr. - Keychain 
39. Turok- N64 
10. Target Earth - Genesis 

6. Ray Storm - PS 
I 7. Shadows of the Empire - N64 
1 8. Doom 64 - N64 
I 9. Turok: Dinosaur Hunter- N64 
10. Street Fighter Alpha 2 - PS 

1 6. Dark Rift - N64 

7. Strider- Genesis 

8. World Wide Soccer ’97- Saturn 

9. Wonderboy 3 • SMS 

10. Chaotix - 32X 
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This Month's Guest: 

STANLEY LIU 
PRESIDENT/CEO, MONOS 
DIGITAL ENTER fAINMENT 


mam 


1. Turok - N64 

2. Mario Kart 64 - N64 

3. Twisted Metal 2 - PS 

4. SoulBlade - PS 

5. Final Fantasy VII - PS 


6. Star Gladiator ■ PS 

7. Tekken 3 - Arcade 

8. Tekken2 -PS 

9. Suikoden - PS 

10. Bushido Blade -PS 


WIN THE GAME SYSTEM SF YI01 CHOICE! ENTEITOMYI I Cuirililatiiis 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet, 
on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X, Your choice of one of the Picks A FREE year of GameFan! 

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the universe! 

| Drawing isjimited to One (1) entry per person per month. Drawings will be held on the 21 st of each month. The three (3 


notified 


i by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 


J to last month’s winners: 

I First Prize: 

I Stephen Hung, Industry, CA 
Second Prize: 

I David Avila, Artesia, CA 
Third Prize: 

IJordan William, Bradfield, TX 

































Now Mega Man the all- 
time favorite video game 
hero blasts onto the racing 
scene in Mega Man Battle 
& Chase! Get ready for 
adrenaline-packed racing 
featuring outrageous 
vehicles and explosive 
weaponry. You must 
master every trick in the 
book; from Mega Busters 


and Ice Slashers to Nitro 
Boosts and Road Mines. 
Challenge a friend to 
intense, split-screen racing 
duels. Show-off your 
pure driving skill as you 
collect power-ups and 
earn special weapons and 


you customize your car 
for improved performance. 
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GXTV is the world’s first video game TV with hyper-amplified sound 
and graphics. Enhance the thrill of gaming with adjustable speak¬ 
er doors, stereo surround sound and a 15 watt sub woofer. Plus, 
the intense screen graphics will make you feel like your head’s 
right inside the game. GXTV is also a 181-channel, 13” stereo TV 
with two A/V inputs, stereo headphone jack, backlit remote control 
and tilt/swivel stand. So whatcha waitin’for? Send in those codes 
and maybe you can win one of these GXTVs for yourself! 


cJravet c Witfi cTFi'y C ont roffer CIn 
Hand qJo A^iand ( Wfiere 
Cheaters ^Prosper... 


@Ftird$>rtoe( J 
Free l year 
GameFan 
Subscription!! 


gfct pristf 

Sega Nomad ^ Viewpoint 
System!! ^fegameofyour 
Jk choice! c 
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Waka and Chief Hambleton seek the 
finest cheats, secrets and tips known 
to humanity, and we need them from 
YOU!! Well look over all the codes 
you send and award a magnificent 
Grand Prize every single month! 
Remember, no cheap codes from 
previously published US magazines! 
Winners will be drawn each month 
and displayed in the only place 
where cheaters prosper. (Current 
subscribers who win a subscription 
will receive a one-year extension.) 


Waka and Chief Hambleton 
Hocus Pocus 

5137 Clareton Dr., Suite 210 
Agoura Hills, CA 91301 


GRAND PRIZE WINNER: 

ARIS N. TEFANIS, QUEBEC, CANADA 

FIRST PRIZE WINNER: 

ADAM LINDSLEY, ILWACO, WASHINGTON 

SECOND PRIZE WINNER: 

YUNG-SUNG YU, NORTH CHARLESTON, S. CAROLINA 

THIRD PRIZE WINNER: 

ION STEFFEN, CHANDLER, ARIZONA 
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With MK64 currently riding 
high in the all-format charts, 


Knightmare and Hikaru's mini 
Mario Kart 64 strategy guide, 
complete with new shortcuts 
that'll make your competitors 
cringe! Sorry, but due to the 
lack of space we'll include the 
many other secrets we've 
found in the next Issue! A 


KOOPA TROOPA ISLAND 
Although most people al 


shroom item? Simply tap the 
just before you reach the top of 
d, if you're in the right position. 


ch you have to use the largi 
ALWAYS a spiked shell. 


MARIO RACEWAY 

Considered to be the true racer's track (just tap L or R at the titl< 
screen for your fastest time), Mario Raceway contains one of the 
most spectacular shortcuts in the game. As you 


lip of the corner usin 
sequence). Hop just 


itting at least seven seconds o 
i land on both sides of the T-ji 
though the right hand side sa' 


CHOCO MOUNTAIN 

Using the same principle as the Wario Stadium shortcuts, 
slide and head directly into the wall directly below where 
the railings are in 100 and 50cc mode (see sequence). 
Time it right, and even if the railings are there, you will 
~ — ~i^^^« s till bounce up over the ledge 
;-ir-j and onto the higher portion of 
^^!|l L‘‘f the track. The earlier you try 


















ROYAL RACEWAY 

This shortcut ONLY works in 150CC mode, so it can't be used in 
Time Trial, I'm afraid. As you approach the second speed chevron 
on the large jump, turn left just as you hit the chevron and head 
out left off the jump towards the mountain. You can't make it all 
the way to the road, but if you can manage to land on the moun¬ 
tain side near the road (your character should go POOMP!), you'll 
fall into the water and be placed back on the track near where you 
fell in, instead of back up on the jump! 


60 KMH. Just as 
jump, and if you 


>f the track and cross the 
darting line for a lap of ti 


is much tricki 
the first, and 


bit of speed 
h the wall. 


land on the finish¬ 
ing stretch of the lap! 


























Welctne t# the urban jungle 


Crime t is out of control, and the cops have "been replaced by 
bounty: hunterys. like you. ITo courts, no trials... just instant 
retribution. Fire up one of eight heavily-armed vehicles 
and buzz through eight zones of digitized devastation. Use guns 
grenades, rocket launchers, tire treads...whatever it takes. 
After all, you don’t 0 get paid for being nice. 




SOUL EOGE/OL/IOE 




SONY PLAYSTATION ENDINGS, STAGE CYCLE, SOUL EDGE 

In a previous Hocus Pocus, we mentioned that all of the characters in Soul Edge have 
changeable endings and to do so, you have to tap all of the buttons rapidly. Well, we 
now have the correct buttons to press for each and every ending. This should make 
things much easier on your hands... Sorry! 

Taki - Press X. 

Vo I clo - Press UP and DOWN on the control pad rapidly. 

Mitsurucji - Use the control pad to move Mitsurugi left and right and 
forward. When you get close to Tanegashima, press SQUARE or 
TRIANGLE to deliver the strike. 

Siegfreid - Press TRIANGLE. 

Sophitia - Press RIGHT on the control pad. 

Li Long - Press SQUARE or TRIANGLE repeatedly. 

Rock - Press TRIANGLE. 

Hwang - Press CIRCLE. 

Cervantes - Press TRIANGLE. 

Seung IVlina - Press UP or DOWN repeatedly. 

To get Soul Edge without beating the game with all of the characters, just leave the 
in-game time clock running (you’ll see it in the OPTIONS screen in the upper-left 
hand side). When it reaches 20 hours, you will automatically receive Soul Edge as 
a playable character! Cheater! 

To play on the Asia and Colosseum stage (which is only available in Edge Master 
Mode), simply set the ring size to 20 meters in the option screen. Now play a 
normal vs. game. It should first start off on Cervantes’ stage, but play a few more 
times, and voila! The echo of the Colosseum awaits thee! 

Is fighting on the same stage getting on your nerves? Memorized all of the tunes 
yet? Have you seen the birds on Seung Mina’s stage more times than you care to 
remember? Ha! Then we’ve got the code for you! When selecting your character, 
press and HOLD, LI and SELECT on the first controller. Continue holding until 
you’ve finished selecting your character and until the match starts. This should 
start a cycling process through the stages (Ack!). 

SEGA SATURN (IMPORT) PRO ACTION REPLAY CODES 


Having trouble getting all of the characters in this awe¬ 
some brawler? If you happen to have a Pro Action replay 
for the Saturn, you’re in luck! Don’t forget to input 
the Master Code! 


MASTER CODE: F600924 C305 
B600280 0000 

PLAYER 1 

INFINITE LIFE: 1606556C 01FF 




VHNOM HE turn SONY PLAYSTATION (IMPORT) PRO ACTION REPLAY CODES 


Yes! A debug code! Unfortunately, only for those with a 
Pro Action Replay. Hey, can I help it if the majority of my 
mail consists of Mortal Kombat (for the Genesis?), Twisted 
Metal 2 (and some Part 1), and Sonic the Hedgehog or 
Sonic and Knuckles for the Genesis? C’MON PEOPLE! 
GET WITH THE COOL CODES!!! 


DEBUG CODE: 80142434 0000 


ftu IIIGHT PEOPLE! I WANT SOME UP-TO-DATE CODES' FOR CRYIN’ OUT tOUD, THERE’S ft 
eXTV UP FOR CRABS! IF YOU GUYS DON’T STOP SENDING ME THESE ft.NCIENT CODES, THEN 
I’M GONNft IlftVE TO ftWftRD iOulPOPS ftS FIRST PRIZE! - WftKft fi CHIEF HftMBEETON 
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When dealing with aliens.-ybi; can Highly detailed mini-movies explain Move wherever you want, 

be nasty or you can be nice. your mission, show flashbacks or whenever you want. Get advice. 

It’s your funeral what’s happening on other levels. 


ask questions. Or just walk away. 


aliens, scientists, marines, warbots, 
mutants, hybrids, and computers. 

Konami ra presents Broken Helix™. Brought to you in incredible Real Time 4-D. Where there’s no right way - or wrong 
way to accomplish your mission. You’ve got to ask questions first and shoot later. Or you just might end up 
whacking the only guy with the information you need to get out alive. But don’t take too long, or you II end up 
becoming alien luncheon meat. Broken Helix stars Bruce Campbell as Jake Burton, the marine commando explosives 
expert assigned to find out why scientists are threatening to blow up Area 51, (yes, that Area 51) and to stop the 
mutated aliens from escaping. Either by curing them, or by destroying them. Or you tJ) "fl 

might choose another scenario, that has you turn into an alien - human hybrid. Or fgl s J t j "w ff 
perhaps you feel like being an evil scientist this time around. The choice-and the fjJi l J*7f Jj jo 
outcome, is totally up to you. So enter the world of Broken Helix, where the only JTTmj // k / 

sure thing is that there are no sure things. www.konami.com i f t "f “ fAY 
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Legend 

Graphics 

Control | r W 

Play mechanics 
Music 
Originality 


E. STORM REUBUS KNIGHTMARE SHIDOSHI ENQUIRER GLITCH SUBSTANCE D 




BLAST CORPS 
NINTENDO 64 
NINTENDO 
ACTION/ADVENTURE 



SENTIENT 

PLAYSTATION 

PSYGNOSIS 

RPG 


Ihe execution, but concept! 
behind Blast Corps that has m 
weary. I’m just not sure how m 
it is guiding vehicles from poi 
point B, crushing everything in yourf 
path and occasionally butt-bouncing 

buildings as a huge Power Banger- like!_ 

dude. Since NOA only gave us a day with the 
hard to say just how engulfing BC is over the Ion 
But being that Ibis is RARE, whom I’ll always 
high regard due to Battletoads, I must give th 
benefit ol the doubt and swing my score a little 
than I'm prone to. Knightmare played it the 
'it love. (Then again, —’- J — 


Psygnosis’ Sentient takes a coolf 5 
concept (the ability to compose 
unique sentences), and places it A -• ^ 
within the context ol a science lie- BrpW ' 
tion adventure/RPG. The story is 

involving, and gets more so as the!_ ■ 

game progresses. There is a problem however 
in the decided lack of variety in the environ¬ 
ments. And be warned, there isn’t a lot of | 
action in this game. Still, if you’re up for a sci- 
fi flavored adventure/RPG, give Sentient a try. 
It’s certainly a unique experience. 



As mech sims go, and they d 
far with me (with the exception of J 
GameArls’ Gun Griffon, the king ot 
all mech games) MW2 is better than p 
I anticipated. The control is user 4 

friendly and the missions are clear-L _ 

cut & enjoyable without being overly complex. 
CG’s cool too. The music, as well, is quite good 
but not an exact fit to the action. The problem lies 
in the slightly barren landscapes and the lack of a 
2nd camera behind your character. Overall, I’m 
sure (WH/lans will be quite pleased. , 

WW’-’iJwl 


And I thought VMX had a learning □ 
curve. Yipes! You gotta spend 2 
some quality time tweaking your 
'equilibrium to stay on course in 
Rally Cross. Once you do, howev- / jSL 
er (and after you see the visuals r Pil h 
you will), prepare yourself for one fine piece ofl 
software. The physics are unbelievable, the 
graphics are seeping with goodness, and 
there’s plenty of depth. Additionally, multiple 
cameras are on board along with some impres¬ 
sive lighting, as only the PS can deliver. 


Vandal Hearts brings new life to 
an otherwise lifeless category 
(Tactics Ogre & Arc the Lad 1 & 2 
remain exclusive to Japan) by 1st 
of all, showing up (quickly tool), W 
and, by not only getting every- 1 —’ - 
thing right, but by doing it better in every facet 
of game design. Camping out for long strate¬ 
gic battles can grow tiresome, but in VH’ 


WWW 


In an age where originality is a Rare 
thing indeed, Blast Corps comes as 
a breath ol fresh air. It has its prob¬ 
lems (namely some extremely 
dodgy control on some of the vehi¬ 
cles) but its unique premise, 
impressive aesthetics and strong game design 
shine through. It’s not going to be everyone’s cup 
ol tea, but for the more adventurous N64 owner, 
Blast Corps is going to provide weeks of involving 
gameplay. It certainly adds some much needed 
diversity to the N64’s, er, ‘library’ of games. 


Sentient, and in doing so provided a. . - 
tantalizing glimpse at the possible«f_^v ! ^ 
future ol RPGs. Featuring perhaps the If 
most advanced character interaction F r 
system in the history of videogames, 
realistic behavioral Al and multiple L 

plot lines, Sentient is an innovative . r _ 

adventure that dares to fly in the lace ol convention 
and aim itself squarely at an intelligent audience 
(always a danger in this industry). It’s pretty plain 
looking, and pretty slow moving, but if the idea ol a 
game that makes you think instead of shoot sounds 
appe alin g, be sure to check it out. 

iwmMl 


formula to cater to the consoleM^ 
market. However, the new balance!" * 
isn’t entirely successful. MW2 
neither feels like a sim or a shoot- 
’em-up. It’s still a cool game, but 1 
PS owners weaned on fast-paced 3D shooters 
may find the pace a tad sedate for their liking, 
while hardcore sim fanatics won’t find enough 
depth to get their teeth into. Still, if your taste 
sits somewhere in between, you’re going to love 
it. The best ol its kind on Ihe PS. 


m 


Apart from Mario, Blast Corps 
haps the most original use of ’ 

I’ve yet seen. The concept of 
vering all forms of machinery through I 
countless environments, 1 

mission to clear the way fi 
truck, is cool and refreshing. But the' 
game isn’t just about blasting through obstacles; puz¬ 
zle-type missions require meticulous precision, care¬ 
ful judgement, and eflicient planning. The graphics 
are great (more neato N64 fx at 30 Ips), and the 
soundtrack is one of the best so tar on the system. 


What a strange, strange game. 

The bizarre speech system 
Psygnosis has implemented is 
excellent. With it you can form 
semi-complex phrases—actually 
1 talk to characters—making it Ihe 

most original feature in any adven- - 

lure game I’ve seen. The sci-fi settings and var¬ 
ied storylines are gripping and atmospheric, 
though the environments could stand a dose of 
variety. Although it is a good quest, and I’m 
happy to be playing something this revolution¬ 
ary, a sequel might perfect the concept. 

WWMl 


ire a lot of good racing titles on I 
any new one has to be pretty good 
muster. Not only is Sony's Bally 
great racer, it also tills a niche in f 

- library. As lor tbe graphic 

game s engine is robust and sn 
with pop-up very well hidden. The 
-’ J - detail is great, as a “ ““ — 


icked. Most impressive is the fact there 
.,x (including backwards) variations of each tract 
g with all sorts ol short cuts to keep you coming bai 
lore. The music’s not quite my cup of tea, though. 



There is a huge hole in thel 
American market for a decent 
strategy/RPG and Vandal Hearts}-*,- 
more than fills the gap. The bat-s?, 
ties are like some cool table-topf 

war game come to life, with cnl- l : _ 

orful, detailed sprites and 3D battlefields. 
Each new fight requires a different strategy 

--is, and no two battles are alike. 

challenging, and deeply tactical, 




The smash PC title makes its way 
to the PlayStation, albeit in a 
simplified form. Only natural, 
considering you're going from a 
keyboard to a pad. Some of the 
[strategy of the PC version has 
been excised, which is sort of the point of the 
PS translation. The emphasis here is on 
action. Still, I can’t shake the feeling that a 


g v C 7 P , m »°, 77 


Cross. Although it’s quite tough 
master the control (and beating Suicide 
Mode is incredibly hard), it’s only I 
because it’s a bit more complex than the dime-a-dozen I 
Ridge or Daytona racing games. Plus you’v 
amazing graphics, sound effects thr*- 


love this game. I’ve played! 
almost every strategy RPG known 

‘-o, and Vandal Hearts is the 

ver. Every feature, and I 
options, graphics, game- 
play— everything I need—has! 
finally been stuffed into one game. The battles I 
are too cool, offering sights and sounds that 
never get old, nasty 3D playfields, and the best 
strategy sessions ever. Every time I stop playing, 

’ ’“gin to miss the game. Buy Vandal Hearts... 

25 hours of pure strategic bliss awaits. 







This is one of those bizarrel ~ j 

games that grows on you the * 
more you play it. Even though it 1 W >: 
may not look as amazing as 

Crash or Rage Racer, Tail of theWT M 1 

Sun features weeks of unique,!_ J 

surreal gameplay that will keep you both 
engrossed and amused. Artdink are to be 
commended on creating such an original 
title, and 1 highly recommend it to any and all 
gamers looking for something a little (actual¬ 
ly, make that a lot) different. 

WWAB 

Artdink is a fine purveyor of qualityH*^^* 
(yet ‘off the wall’) releases and this*'-> 
is a wild, pure, simple and hiqhlyfca* ,? J 
addictive addition to any PlayStation ■ ™ 

fan’s collection. One huge polygon^ i*,, v 
world. A whole tribe of mutated ESS B 
cavepeople. Mammoths. Falling asleep under 
the stars. You wander. You progress. You find fire 
and religion. And then you fall into the ocean and 
drown. This’ll keep you utterly relaxed for hours on 
end in a supremely atmospheric romp. Sweet and 
brilliant. And next is Parappa the Rapper... 

Artdink harnesses enough creative 
energy to light the moon. Tailofthe 
Sun is an adventure like no other. 
You begin as a lowly, dumb, weak 
caveman and through the process 
of careful livin’ will not only build a 
tower to the sun but birth an entire p 
own design! The game is full of une 
sure as you traverse the outer region 
scape is littered with color and gorg 
and, although simple, the graphics 
An altogether engulfing PS experien 

m, g 
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ople of your 
pected plea- 
s. The land- 
ous lighting 
re excellent. 
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TAIL OF THE SUN 
PLAYSTATION 
ARTDINK 

LIFE 

Well, I’ve got to say, 1 was hoping fori 
a bit more from this game, but, all ; 
things considered, VMX Racing is > 
still far and away the best motocross . 
game to date. 1 don’t mind the touchy kg| 
control so much—it’s necessary to HU 
negotiate the tighter turns. The graphics 
well done, the tracks diverse, the sound eft 
quate, and the music is pretty good, bu 
something strange about bouncing off of 
walls. Once you get the control down e 
avoid the walls in the first place, it's quite 

© © ® ® © 

s 

ctsade- 

there’s 

nvisible 
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Well, there’s no doubt about it.:^ ,> 

VMX Racing is the best motocross 
game currently available for thepri^ 

PS. It’s also virtually the onlyP\ f iJ».,»’i* 
motocross game available, so, no gffjMgy* 
prizes there. I’m not a huge' ' ' 
motocross fan, and found the game extremely 
ditficult to control, but I’ve seen E. Storm tear¬ 
ing up the tracks like some mad Johnny 0, so 1 
guess it's possible to get it down. Besides, 
what other options do motocross fans have? 

WWfcll 

Now that I’ve got VMX thoroughly 
dialed, I’m lovin' it! The control is 
touchy, but choose the right bike for 
your particular style and things 
calm down quite a bit. The motos 
are highly competitive and require 
near perfection to win, but hey, so 
thing. The visuals are lush, comple 
gon rooster tails, an excellent repr 
the sport, the frame rate is high a 
rocks. If you’re into fast precision ra 
highly coordinated, WWXisforyou! 
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VMX RACING 
PLAYSTATION 
PLAYMATES 
RACING 

1 shall use the ancient caveman 
tongue to describe the graphics in 
this game: Ugh. This game looks 
bad. The pop-up is unreasonable 
and the sprites blocky as can be. 
Still, 1 guess it’s just like the 
arcade, and if that’s what you wan 
1 will admit, however, that the g 
paced and there is always lots of 
(with a light gun, of course—do 
pad). If you didn't get enough o 
version, knock yourself out. 1 won 

© © © © 

me is fast- 
tuff to shoot 
ot play with 
the arcade 

im 

You know what? 1 kinda liked! g, „ 

Crypt Killer in the arcade. Even 
though it couldn’t hold a candle toW%yrh^ 
Virtua Cop 2 or Time Crisis, the PT%fi’|l 
pump action shotguns were cool, ''v • 

and blowing away hordes of 1 ~ M 
chunky 2D scaling monsters was real satisfying. 
But at home, with a light gun and a less-than- 
perfect conversion, it just plain sucks dome. PS 
gun fans would do well to stick with Die Hard 
Trilogy, or better yet, wait tor Time Crisis. 

WWWH 

Crypt Killer really isn’t so had. 
The action is always intense, the 
levels are long, and 1 like the 
treaky undead enemies. The 
camera roves through the levels 
effectively, aided by a decent 
frame rate and limited pop-up. 0 
pixel-fest when the sprite-bas 
ump at your face, but 1 can de 
kinda like the chunky look). CK s 
behind the power polygon gu 
today, but it still plays moderatel 
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sure, it’s a 
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generation 
n-games of 
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CRYPT KILLER 
PLAYSTATION 
KONAMI 
SHOOTING 

Okay, think about it. One ot the 
biggest movies ever, packed with r * 
action, popular actors, and incredi- ' jf 
ble special effects, is coming home 
to the 32-bit systems. What would 

you expect? Certainly not this. The®*- 

possibilities are virtually endless, but this, uh, 
this... Poor control, lack of cohesive direction, for¬ 
gettable sounds, absolutely no variety in level 
design, and that same damn ship hovering over¬ 
head the entire game. Hmmm... No thanks. 

WkWbH 

Oh, dear. 1 can appreciate thatl^^ M M 
Fox has tried to do something a T 

little different with this movier’r 
license, but it really hasn’tPgjM 
worked. Flying around blasting »| 
aliens is fun for a while, but the 1 
game engine is so weak and the action so 
repetitive that it all turns sour sooner than 
you’d like. Plus, you just can’t shake the 
feeling that this is some bad bonus stage in 
some other, better game. Which it isn’t. 

mwi 

ID4... BIG movie. Awesome 
effects! Shallow story. Cheesy 
one liners... Awesome effects! 
Made TRILLIONS! This game 
should have been a straight 
shooter with inspired effects 
(like the movie, which made ti 
an engine like Ray Storm's. But 
ly no point going here unless y 
urge to be “just like Wil.” ID4' 
core shooter nor a healthy High 
one simply falls short. 

\ 

illions) and 
there’s real- 
ou have the 
s not a hard 
it sim. This 

' 

ID4 

PLAYSTATION 

FOX INTERACTIVE 
SHOOTING 

Can you imagine driving around 
pop-up laden off-road track in aLTm 
Jeep? OK, now imagine it with 

Hummer, a Land Rover, and ahSf [55* 
Chevy truck, and you should have! \ 
a pretty good idea what Test Drive: 1 'ISi xaBmi 
Off Road is all about. The two player mode is 
atrocious, simply because you can’t see where 
on earth you’re going. While there is a selec¬ 
tion of twelve tracks to race through and a 
“cool” soundtrack by Gravity Kills, you will 
most likely not enjoy this tedious off road romp. 

wwm®] 

In order to play a driving game, . s 
you need to be able to do two j 
things: steer and see the track l * 

In TDOR you can do neither. I[ 
suppose the ‘real’ vehicles mayi ' ] 

be an attraction for some, but personally, 1 
would rather crazy-glue my face to an 18- 
wheeler whilst listening to Kenny G than 
play this game. That is all. 

WTO1 

If Arnold saw this game, I’m con¬ 
vinced he'd sell the Hummer. 
TDOR has an assortment of 
“actual” vehicles which may 
attract those unfinanceable few 
who simply must pilot a new 
4x4, but sadly, the game falls 
some truly heinous pop-up wt 
impedes your progress. In 1 
Thunder Truck Rally, VMX Racir 
Cross, TDOR's way at the back o 

iLi&iii 
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TEST DRIVE OFF ROAD 
PLAYSTATION 
ACCOLADE 
RACING 

Taito rules. They masterminded my 
favorite Saturn 2D shooter (and bar 
gain bin champion!) Darius Gaiden 
and now they dominate the PS with 
Ray Storm. The graphics are amaz 
ing! Blazing-fast polygonal back 
grounds, beautiful effects, an 
crisp details run rampant through 
els. The gameplay is just as solid 
ing boss encounters, powerful we 
ol targets, 2-player simul., and 
The glory of Zuntata secures the 
Storm is the official god of PS sho 
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intense lev- 

pons, dozens 
no slowdown. 
victory. Ray 

Sn 

The other night while 1 was playing yr 
Axelay, God manifested in my living Ff 
room and asked me if 1 wanted to tryife 
a new PS shooter he had been work-j§ 
ing on. “Sure,” 1 replied, “Why ry 
not?" What 1 then experienced wash?;, 
seven levels ol mind-numbing 3D 1^2- 
graphics, cool, ultra-destructive weapo 
ning-paced two player gameplay, Zuntata 
an ‘enhanced’ mode that actually improv 
coin-op. “What should 1 call it?” G 
“ LazerDazer?" 1 ventured. “Actually,! 
ing ol Ray Storm." “Yeah! Ray Storm'.’’ 
a new king of PS overhead shooters was 

w © © © @ 

unes and 
es on the 
d asked, 
las think- 

91 

As shooters go on the PS 
Philosoma has been far and awa\ 
my favorite... until now. Ra j 
Storm blew in to GF unexpectedly 
and took us all by storm. Taito has 
truly outdone themselves with this 
burning hot shooter. The engine 
fluid with hyper-detailed poly bg’s 
ZTT's best since Darius and the s 
and animation are second to non 
plyr. mode and massive bosses tl 
life and you've got one helluva rid 

jfeekifiiigkis 
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, the music is 
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hat pulse with 
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RAYSTORM 

PLAYSTATION 

TAITO 

SHOOTING 
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adventures, in my opinion, are , 
highly suspect. Because no matter A ! &» 
how great they may be, once it’s g \t • 
done... it’s done. Replayability fac- ‘VS 
tor zero. Of course, the arthritic or 
like, un coordinated people proba¬ 
bly revel in the splendor otthe interactive movie, 
so to them I highly recommend Lunacy. It’s a 
great adventure as these things go. Dark, moody, 
and guite enthralling. It’s a well-produced 2 -disc 
set indeed. Personally, I’d rather just watch a 
good movie., like Howard the D uck. 

wwa 


Play Lunacy all alone, in a dark! ~ 
room, with plenty of time to kill. * 3 , 

It’s not exactly scary, but it’ll make ‘V' 
you think. The game’s pace, * *2} 
atmosphere, music, and graphics f a 
all convey a sensation of relaxed \ 
tension; it’s as if your world is col¬ 
lapsing, but you might as well explore it. 
Riiiight. Well, the FMV is very clean, and it shifts 
trom scene to scene almost seamlessly (at first 
glance Lunacy looks like an amazing corridor 
game, it’s so fluid). This is a classy, suspense¬ 
ful, interactive CG movie-well worth you r money. 
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NORSE BY NORSEWEST 
SATURN 
INTERPLAY 
ACTION/PUZZLE 


DIE HARD ARCADE 
SATURN 
SEGA 

SCROLLING FIGHTER 


From the glory days of 16-bit comes I A This one’s easy: Let’s say you're like "' 7 

that era’s most engaging puzzle jl" «« me, and you loved the 16-bit origi- jam. 

actioner all dressed up with sharp \ nal - Now 3 32-bit sequel comes °i 

detail and deep color. The single- W ?! 0 !? 0 ’ . and your ex P ecla "° ns are M v. 
biggest, and my favorite new tea-> ft . hjgh. Well cool puzzles abound m ( I 
ture, is the hilarious voice over [ 

which is written and performed incredibly well. |en , J ce . overs 9 eve ^ character The graphics , 
Thrs adds a new dimension to an already thor- un f ortunate |y, are pretty weak-there’s just not 
oughly entertaining quest. The broken fool on my enough parallax, special fx, or animation. And why 


I’m a little surprised to see LunacyF^g^^ - 
receive an English translation, as 
games like this generally stay in M - a 
Japan. Lunacy has great atmos- W ' ^ 
phere and a wonderful musical ; ' r 
score. Thankfully, the FMV is ft * 
pretty clean for Saturn, which is a 
good thing because the entire game is FMV. As 
would be expected, the voice acting is a bit 
hokey at times, though this may only add to 
your enjoyment of the game. If you liked 
Warp’s 0, Lunacy should delight, though the 
game d oesn ’t r eally pic k up un til di sc 2 . _ 

bSmBb 

Attention old school Lost VHtingsf 
fans. Your sequel has arrived, in T^.*. 
a somewhat shiny 32-bit wrapper, m.-',, 
By that, I mean to say that the W J ? 
graphics are certainly passable. , 
just not what they could be. Still, 
it’s good to see a game like this—— 
updated. There are even a couple of new char¬ 
acters to control. Outside of that though, 
there’s not too much here beyond the 16-bit ver¬ 
sion. However, it still seems as clever as the 
first and is a fun game, especially with two 


g , c [pl m 
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Having never played the coin 
was excited about DHA 's ai 
After playing it however, I’n 


array of VF-like maneuvers, are / Wf * 
great, but the game design which ! . ' 1 . 

takes you from room to room where you simply 
clear the screen of enemies is rather lame. I’ll 
wait for Core's 30 Streets of Rage -like game and 
pass on DHA. It's a 40-minute-long arcade port I 
can live without. A nice production overall, but 
there’s just not enough meat on its bones. 


^mwuEi m>wm 


AMI has taken the scrolling beat-L^j» A. 
’em-up genre and dragged it 
kicking and screaming into the 
age of 32-bit. OHA features: * 

detailed polygon characters, cool icf J 
3D backdrops, dozens ni l 
weapons, l/F-style special moves and an 
interactive camera system that intelligently 
frames the action. It’s like Final Fight meets 
Virtua Fighter with guns! The journey may be 
a bit short for my liking, but there’s no deny¬ 
ing that it’s tremendous fun while it lasts. 


Stop pumping quarters into the coin-op . . .. 
and enjoy a perfect arcade translation. ,at. 

In every way, down to the last polygon, 'j 
Die Hard Arcade is exact on the Saturn, ! S;.. 
Gotta love cool l/Fgameplay (plenty o’ { ,J 
PPK action) in a Final Fight-s\y\e beat- \ » 

’em-up setting. Even the control is *~ - 

perfect, with countless combos and devastating 
grabs. The level construction is bland, but with many 
environmental hazards (like mad fire trucks and plum¬ 
meting elevators) as well as a half-a-dozen weapons, 
there’s plenty of substance. Big problem: DHA is very 
short. Heck of a ride though. 
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SCUD 

SATURN 

SEGASOFT 

ACTION/SHOOTING 


CONTRA: LOW 
SATURN 
KONAMI 
ACTION 


Scud’s greatest asset is its storyline andlA 
CG accompaniment. Dive into the game I 
however, and you find a mixed bag of ' \ ’toT 
side-scrolling goodness, and not-so- \ * 
goodness. Parallax—check. Beautifully / jML 
rendered scenery—check. Gameplay... | gy 

tionality of the multi peripheral system is cool, but as a 
stand-alone side-scroller, the game is rather repetitive. 
It seems Scud was designed around the gun + controller 
premise, so it's a better 2 plyr. game than Iplyr. Still, a 
polished overall offering with a hot premise and graph¬ 
ics to burn. It’s a cool SS exclusive. 

I was hoping (no, praying) thatfT 
Appaloosa would take out those X «,«. 
@#&*% reappearing enemyfx 
sprites, but sadly, they crash thisL 
party, too. On a positive note, the Vi; 

3D glasses work insanely well on ' v | 
this version and the 3D engine is 1 -—“— 

: fully intact. The platforming portions are still 
broken but otherwise Contra: Legacy 01 War is 
a solid action game for the gamer who demands 
a game so challenging he'll grow a beard to the 
floor beating it on hard. A 2D Contra is now 
absolutely mandatory!! Dracula X is heaven !!! 


Scud is a cool character, and the darkL H’ jxj 
and surreal world portrayed in hisWi^ff^r 
| comic book is perfectly captured by the 
game’s twisted visuals. However, theft '?>' ’ S- j 
actual game that accompanies it isn’tr' 5 ' 

1 so great. It’s not so much the concept *!£¥ 
that’s gone wrong as the implementa-Lffl_Jmfel 
lion. I love gun games AND 2D platform/shooters, and 
the idea of combining the two appeals to me enor¬ 
mously. But this is not the game to do it. Themechan- 
! ics in the 2D sections are way too loose (not enough 
room to maneuver), while the gun sections just aren’t 
satisfying enough. Plus, Scud’s gun sounds like some¬ 
one^ making popcorn!! M aybe Scu d2 w ill g et it right. 


one of their most successful franchises . “ . 

Dirty Dwarves. The good news is that 
this is a great conversion of the PS ver- y 1 
sion. The bad news is that the PS version was disap¬ 
pointing. It may have cool 3D graphics, and awesome 
music, but the control system sucks beyond belief 
(like Smash TV on the Genesis) and the game is 
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i My love for Samurai Shodown aside, II, —i 

think King ot Fighters is SNK’s best h M 
lighting game series. With the newest I j 

in this yearly-updated series, KOF ’Sff, 

SNK now holds the top four slots on my : -»/’ Id 

list of favorite fighters The Saturn ver- j' •; S 
i sion replicates the arcade beautifufly, “— ’ 
with the same amazing character graphics, highly an 
mated backgrounds, and excellent control. The on! 


Just as sure as night turns to day you: — 
can count on SNK to never stop mak-^»5SrSS 
ing lighting games. I happen to likelf^ffijjl 
the KOF series, and see it as one ofjf.lR? 
the few legitimate alternatives tof 
Capcom’s 2D beat-’em-ups. KOF '96\ J, 

sees a brace of new characters make 1 “— 
their debut (new fighters accompanied by some 
familiar faces from other SNK fighters) along witt 


I’ll start by saying how nice it is ton 
see another 20 Saturn game. When J<§j' 

all is said and done, that’s where the p jfl' 
SS truly excels. Scud, a unique \ '} 
merging ol intense side scrolling l s'* 
action and gun shooting, I found to l I 

be a refreshing break from the norm. Although a 
tad lackluster in the play mechanics dept., the visu¬ 
als are rich and well rendered, the storyline and CG 
therein, tasty, and Scud himself, extremely like¬ 
able to the point of sequel-worthy. The tunes are a 
hit harsh but for the most part they’re OK, too. 

wm® 

The horror, the horror. This is r '»L - 1 
not Contra. Why, oh, why make ? m 
Contra 3-D? It may work for ,•) _ 
some characters (like Mario), ' F 
but something like this needs to i 
be 2D. Especially if the 3D is nol i 
exceptional, as is the case here. It is a little 
faster, perhaps, than the PS version, though 
still sloppy looking and feeling. This just 
doesn't give me that Contra sensation I was 
hoping and looking for. Next time Konami, 
please, do the game yourselves. 

m E, Bn HL EL Ifi7l 


This is KOF ’96 translated almost per- 1 - -1 

lectly onto the Saturn. All of the moves, 
background detail and animation are 
present, along with new voices and new 
arranged tunes that perfectly compli-" r 
ment the 2D lighting action. I particu- 

larly like KOF Ws combo system, 1 — - u 

which feels very close to SF2— definitely a good thing 
in my book! My only real criticism is that some ol the 












VRBASEBALL TIP 




Check out VR Baseball ’97 at www.vrsports.com 


Check out the official Major League Baseball™ web site at www.majorleaguebaseball.com 









MORE CONTROL THAN ANY 
OTHER BASEBALL GAME! 

VR Baseball '97 is the next generation baseball game that lets you 
control both the batter and baserunners simultaneously. Hit and 
j run, tag up, steal, stretch out a double or execute a squeeze play. 
' VR Baseball's completely new, easy-to-use controller design 
provides total bat control for power, contact, bunt and pull-hitting 
as well as control over pitch selection and speed with unlimited pitch 
locations. You can even control a real 3-D camera that let's you play 
from any position or angle because only VR Baseball has a true 
3-D engine. 


After 3 years of internal development and a total commitment to 
quality, VR Sports delivers a winning roster for the '97 season: 



Virtual FieldVision™ technology creates an immersive, ultra-realistic, 
gaming environment that lets you play the game from any view or 
perspective. You can even play from the ball's view if you don't mind 
getting knocked around. 





Four uniform options per team including updated colors and team 
) logos for 1997. Plus, four play options and three difficulty settings for 
the skill level most challenging to you. 


Instant access to pitch selection, speed and control for unlimited 
I plate locations without menus. Total bat control for power, contact, 
bunt and pull-hitting without tipping your hand to your opponent. 


Super-fast Season Play mode with top 10 or full stats, 
mid-season All-Star voting and game. 


Try it. It's new. It r s different. You may never 
go back to your old game again. 


Plus , a true physics model controls velocity, 
rotation, gravity and air friction for true flight, 
bounce and roll for varying surfaces like Astroturf, 
grass, dirt and fences. 


VR Baseball '97 














Only the N64 could 
handle this game. 





DIMORPHODON 


Perhaps the biggest draw of 
The Lost World is the ability to 
CONTROL SEVERAL DIFFERENT 

dinosaurs. These range from 

THE SMALL AND NIMBLE COMPY, TO 
THE GREATEST LAND PREDATOR OF 

all time, the Tyrannosaurus 
Rex. Health is acquired by 

EATING FALLEN DINOS. 


CARNOTAURUS 


GameFan recently had the chance to 
Li Ufuifc— visit the DreamWorks offices for a 
, ' early look at The Lost World , the game 

I1Ih^*| incarnation of Steven Spielberg’s 
Jurassic Park sequel due this summer. 

" An almost guaranteed hit, it’s not surprising that a game is L-. 

being developed around it, for both the PS and Saturn. But 
with Spielberg involved in initial stages of game creation, The 
||R Lost World could prove to be above your usual movie based 
game. What we have been shown thus tar looks impressive. 
l M ■ The most striking aspect of the game is the look of the actu- 

al dinosaurs themselves. Using proprietary software (which 
‘ DreamWorks has named Morf-x technology), an amazing level 
of character fluidity has been achieved. By stretching the dino 
wKEPZgk texture map around the 3D model, typically unsightly polygon 
psrjjKag overlapping and glitching at the joints is summarily removed. 
'f7 The Morf-x technology also allows for great control, as the real 

time model simply morphs into whatever position you request. 
W §For instance, you can make a dino jump in the middle of a roll 
with no break in the character’s animation, even though this 
— move wasn’t necessarily intended by the designers. This con- 
|i|» stant smoothness almost makes the characters look preren- 
WPrfjl 1II dered ' even though they’re all rendered on the fly. 

As ,or the game is Presented in the now familiar 

2.5-D of Pandemonium and Clockwork fame. And it’s easy to 
see why, as it allows for the precision movements of 2D while 
still allowing for a cinematic flare with a tagged moving cam- 
IHBRjMBj era. It still looks 3D, even though you don’t have complete 
—f————. freedom of movement. So though you are limited to a set path, 
the designers have broken this up by implementing a branch- 
W-M j|§g[g|Hfe ing system allowing you take differ- 

<|. 4 / ent paths within levels. 

In the early version we were shown, 
M, c\ the sound effects had yet to be com- 

lilelety itniilementeil Some effects 


symphonic score is 
planned, of which a MIDI 
version was in place, and it 
too was very good; very 
well composed. In fact, the 
developers even half-seri- 
ously joked that it’s difficult 
to get any work done with 
the soundtrack attracting 
their attention. 

The Lost World is still 
very early, so final play 
mechanics have yet to be 
nailed down. There are no 
enemies to attack as of yet, 
and there’s still a great 
deal of overall tweaking 
that needs to be done. But, 
if indeed, the rest of the 
game turns out to be as 
impressive as the dino’s 
animation, another rare 
occurence of a genuinely 
good game inspired by a 
film may be at hand. Look 
for further updates in the 
coming months on what is 
sure to be a big game this 
summer. SD 



















The Greatest Basketball Player in the Universe 
and the Best Loved Rabbit on Earth. 

Now on a Video That's Out of This World! 


Available on Soundtrack Album on Warner Sunset/Atlantic CD's and 
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he yame sits idle, I am reminded how I once felt about yanuny 
1 some years ayo, before they’d broken the 3D barriers, when a yreat yame was more of a phenomenon, like 
Castlevania i, on SNES or Bloodlines on Genesis. The same can be said of many an 8-bit yame as well. But things 
have chanyed considerably... or have they? Those of you who’ve been around for some years will undoubtedly cele¬ 
brate the arrival of Castlevania on the PS, but I fear that those accustomed to 3D and polyyons may view CV as less 
than it really is. For those people I would recommend perhaps a trek throuyh Super Metroid followed by this yame 
when it’s released, which is laid out in a very similar confiyuration. Or just take my word for it: If there is a yame 
which could cause one to stand in the moonliyht, close their eyes and summon a theme, Castlevania is it. As you 
play this phenomenon amony 2D hand-drawn splendor, the music which will accompany you is amony the finest 
ever produced, as it has been with all of the Castlevania adventures. 

Since the storyline proceeded this introduction, I’ll yet riyht to the yame then. After playiny out the climactic endiny 
of Dracula X (the last installment in the series) as Richter Belmont, you’ll witness somethiny truly incredible... Alucard. 
The son of Dracula himself, this character is drawn and animated beyond belief. He is so yraceful in his movements that 
for the ten hours I’ve been playiny I’m still in awe of his movements. As you acquire powerful items and weapons he 
becomes all the more mesmeriziny. As lead characters yo, he is the best I've yet seen. 

The levels in this installment are all linked, similar to CVz on the NES or, as I mentioned before, Super Metroid. As soon 
as you reach the Library you’ll want to purchase the map and beyin filliny in the vast areas before you. As you journey 


MARBLE GALLERY 


li T || ‘ 
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* on, you’ll talk to Maria quite often and meet some of the stranyest creatures ever imayined. Each is accompanied by some 
crazy effects as they perish, which I’ll yet to later. As you search hiyh and low amonyst cavernous locations throuyhout and 
outside of the castle, the emphasis is placed on f indiny mayic spells, flyiny friends, precious stones which you can 
exchanye for money, mayic capes, potions and other items necessary to unlock the wealth of areas you can t access. Areas 
on the map are not hiyhliyhted until you’ve traversed them... and it’s a biy castle. 
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OUTER WALL 
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COLOSSEUM 


[ can carry two weapons or one and a shield along with equipped spells, capes, and 


LIBRARY 


CLOCK TOWER 

gin 


and HP (hit points) as he defeats enemies. So the longer you play, the stronger he gets, 
which makes the exploration element quite rewarding. 

Graphically speaking, if looks could kill, I'd be dead. CV has some of the most beautiful 
art I have ever seen in a video game, from the backgrounds to the enemy sprites, of which 
there are more-far more-than ever before, all are a sight for sore eyes. Even in the absence 
of parallax, the backgrounds are stunning, but for the most part you’ll be playing among 
parallax you never thought you’d ever see on the PS. Up to six luscious levels with even the 
tiniest far off detail moving deep in the screen. But it doesn’t stop there. Beyond the paral¬ 
lax are special effects which far surpass any previous in the 2D realm. It is in the Royal 
Chapel where your jaw will drop as you gape at layers of clouds blowing forth or negotiate a 
polygonal church which scrolls four ways seamlessly with light reflecting through onto the 
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pews below. Breathtaking. In the Clock Tower, the weather is equally unsteady as 
layers of fog twist in the background and huge glowing skulls fly about, hungry for 
a taste of human (well, half human at least) flesh. Additionally, every enemy you 
kill is accompanied by some awesome effect like a pillar of fire or ethereal blast. 

It’s just amazing. The first time Alucard jumped through the water I almost cried. 

As I’m sure you’ve already assumed, the control is utter perfection to the point of 
pure gaming bliss, and the bosses... forget about it. I’ll describe the one which 
concludes this layout. It’s a massive nugget of twisted bodies and, as you swipe it 
(with, by this time, a powerful blade), many drop off and come forth while some 
burst apart, limbs flying. As you hack away, eventually you’ll uncover the hideous 
core, a slimy artery with laser tracking. Only Konami can assemble such beautiful 
masses of goo for us to shred. I’m 707. into the adventure and, as I’m sure you’ve 
gathered, loving it. With every new level comes music from the gods along with 
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The game has gotten so good in parts I’ve actually stopped playing to savor what I’ve seen. Before I close this (ahem) pre¬ 
view and in case you’re wondering, the original CV enemies are all here, the flying medusa heads, crumbling skeletons, ^ , 

shiny knights, along with many more twisted beasts from Transylvania. 

Believe it or not, there is a lot more to tell, regarding the storyline, hidden places and faces, etc., but I’ve been sworn 
to secrecy. With the imminent review, these things will come. Until then... Count the days. 
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was just as surprised as Takuhi 
the first time I saw Riverhill’s 
OverBlood. We imagined it 
would be a total Resident Evil rip- 

# off, but after playing it once, the comparisons ended. I mean, who would have expected this 

9 genre to go real time (as in real-time polygons) so soon. OverBlood has a powerful storyline and 
■o • strong exploration elements, but the fully realized 3D environments require all kinds of skills— 

• like platforming, fighting, etc. It’s fair to say that OverBlood caught me off guard. EA’s port- 
<• ing it over from Japan, so we thought we’d give you another look. 

The first thing you’ll notice about OverBlood is the amazing 3D engine. As opposed to 
RE (or Perfect Weapon , or Time Commando), OverBlood is shifting a playfield construct- 
q ed entirely of polygons, not bit-maps or pre-renders. The scary thing is, and you might 
§ want to check out the screenshots now, sometimes the areas look so good I forget that 


9 they’re just texture-mapped polygons and actually see them as real environments. They can 

• be viewed from almost any angle, and often the polygons will be layered within one another 

• (such as objects within glass casings, windows, etc.) creating a dazzling effect. Many areas 

• have that strange depth sensation, where you’re walking into the screen and the environment 

• suddenly seems to be a whole lot bigger than you thought. 

^ OverBlood doesn’t play as well as it looks (that would be something), but I can handle the 
9 problems. Lars, the main character, has really stiff control. And, as I’ve mentioned, 

9 OverBlood throws a little platforming action into the mix, so stiff control (lame jump¬ 
ing, slow response time) doesn’t help. Thankfully, this type 
of game doesn’t need perfectly accurate controls to 
play properly, but man, it would’ve been nice. 

Either way, it’s cool to see another Japanese 
title making its way stateside. Although I 
have yet to see how well the voice and 
text translation was handled by EA, I’m 
sure they’ll do a fine job, as always. 

Once we get the final, I’ll be 
here with the review. G 
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GLITCH |l 

HAND ME THAT 
TOE TAG, 

WILL YA? 



























Psygnosis TakesJn; 


ability to emote 


As you interact with the characters, a small representation of your face appears in the lower left hand ' 

corner of the screen allowing you to alter your expression between varying degrees of happy or angry. Hr ’Hi 

Most elaborate, however, is the system allowing the player to speak to the inhabitants of Icarus Station. By selecting difterent bits of sen¬ 
tences from a menu, a relatively complex and specific statement or question can be constructed. The combination of your facial expressions and 
the enhanced query and declaration system allow for new level of “real life” conversation hitherto unknown to the likes of the PlayStation. 

In the end however, all these accouterments mean nothing if the game isn’t any fun to play. I’m as big a critic of the shortened atten¬ 
tion span of late twentieth-century society as the next like-minded individual, but the pacing of this game can be quite slow at times. 
Perhaps this would seem less of a problem if the settings of the game were more diverse. Basically, be prepared to do a lot of walking 
along a lot of similar looking corridors. Indeed, aside from different colored lighting, all corridors look basically the same. There are, 
however, some nicely detailed rooms and there is only a bit of texture warping when you get too close. 

Still, once you get into it, the story is quite engaging. And you do get a feeling of really talking to people through the well-developed 
speech system and recurring characters. Thankfully, there is also incentive to play more than once as multiple paths lead to multiple 
endings. I respect Psygnosis’ effort to try something new. While not totally successful, in my opinion, it still impresses. If you can 
■k jB| look past the lack of action, you’ll more than likely find yourself completely immersed in the 

story, trying to figure out what to do next to save the station and solve other mysteries aboard 
Icarus. Oh, and don’t do that with your face. It might stay that way. SD 

Ejtt " I U 

1 h|_ 


r g| It would seem that Sony’s PlayStation has been around long enough 

^ and reached a high enough level of market penetration that more inter- “ ni 

esting and experimental games are reaching store shelves. I t ^ 

_/ Ynu .„ „„„ d , hl . Psygnosis’ Sentient is one such game. 

/Ha =h,oid : 1 In Sentient, you take on the role of Garitt Sherova. On your way to "for if TT ~ 

....... ■=>.. ) Space statjon | carus your S |,jp crash | ant ] S j n j ts docking bay (which is v dfcHf?- J 

nicely detailed in the intro), and you are in a race against time as the sta- 

tion’s orbit decays and is pulled towards the corona of the sun. From : ! ( 

here, your adventure begins and you soon find out that all is not as it l " a "' * 

appears on the seemingly doomed space station. ~ £ 

'Hi I suppose one could describe Sentient as a science fiction RPG. There Hp 
are things to puzzle over and people to talk to. And these are some strange looking people indeed. All of the characters are full three dimen¬ 
sional models with some insane looking faces mapped onto the head polys. As bizarre as it looks, it’s also quite cool as the characters have the 
















sets the standard for next gertei 

wrestling games 


• Available for PlayStation 

• 15 of your favorite > 

WCW superstars J 

• 60 wrestlers from 1 

6 different organizations ^ 

• 30 to 40 moves t 1 

per wrestler 

• Over 10 hot 3-D arenas A VI 


Eddy Guerrero 


Ric Flair Jjjg 

Chris Benoit 

Also appearing: Sting, Rick Steiner, Scott Steiner, 

Ultimo Dragon, Masahiro Chono, Lord Stephen Regal...and more! 


J m www.wcwwrestling.com 
■ ■ I www.thq.com 


Play5tatior 





pension makes for some bizarre bounces* and learning 
every dip and bump on the courses is a must. At first, 
you’ll spend a lot of time upside down, bangin’ the L2 
and R2 buttons, trying to flip yourself back over. If you 
are easily frustrated, stay away from Rally Cross, or 
you’ll go broke replacing shattered PS controllers. 

■ With six cdurses, three variations of each, and two 
directions, you’ve effectively got thirty-six different 
tracks to choose from, although you start with only 
three. Beating various types of seasons will open 
up the rest, and you’ll eventually have twenty (yes, 
|jl twentyl) different four-wheelers from which to 


Okay, time to get dirty. { 
Rally Cross takes you 1 
off-road racin’ like noth¬ 
in’ else! This game keeps 
me playin’ for hours on 


choose. Also, after Normal. Head-On, arid Mixed 
seasons have been beaten, you’ll get to try your 
, hand at the one of 
1 the most frustrat- j 9 •. 

1 ingly fun modes of .EPM, , 

1 play I’ve ever Eg iBfifP 

I seen: Suicide j ‘iSaf INK ; 


end, which is a rare thing 

these days. To put it plain- IBS ^ f 

ly: This game’s a blast! 

The first thing you’ll 
notice (after you’ve 
KHQ turned off the eighties-sounding 
music) is the incredible graphics. 
M From the flares of the arena lights in 
“ the stadium course and the snow 
falling in the alpine course, to the 
awesome lighting you’ll see (not to 
mention the leaves you’ll kick up) 
while motoring through the English 
a| countryside in the garden course, 
wmO this game is gorgeous.... The frame 
BQ rate’s excellent, too, and there’s vir- 
tually no pop-up. Look closely, and 
you can actually see the driver and 
SW passenger in every vehicle! 


mode, in which 


notch. Every bump arid jump is racers 
accompanied by rin amazing creak or Rally 
groan (at least), and you’Il;^HMM 
really appreciate the 
sploosh of the mud or small 
stream you’ll inevitably find g 
yourself traversing. The BBHir a 
music, however (as men- jR 

tioned earlier), leaves some- 9-Mf 

thing to be desired.... 

The toughest part of this 
game Qudging by the general KpWBlsFJMj 
response here at GameFan), “*' Ai! 
has to be the control. The 


four wheel, independent j 
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THIS IS MERELY HALF OF THE AVAILABLE VEHICLES IN RALLY CROSS: ONLY THE HARDEST 01 
FIND YOURSELF BEHIND THE VEEEL OF THAT CAMOUFLAGE F0UR-V7HEELER ON THE END, THOUGH: 


(THEN ASAIN, IF I CAN BEAT IT 


REUBUS 

NO WIMPS 
ALLOWED! 
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PlayStation 


Tweaked,tuned, and 
ready for your approval, 

VMX Racing, the first PS 
motocrosser, is ready for 
action. 

Six tracks and four 
teams made the final cut in 
which you can choose prac¬ 
tice, two-player, or circuit 
modes. In the much needed 
and thankfully provided prac¬ 
tice phase of VMX you’ll mas¬ 
ter the varied courses which 
range from the super tight, 
exhibited in the two stadiums 
(New Orleans And Anaheim), to 
the wide open spaces of Orlando, 

New England, The Pacific 
Northwest, and San Jose. 

Without intensive course dissec¬ 
tion you’ll spend the bulk of your 
race day face down. Partly because 
the control is ultra-touchy. In order I 
make tight hairpins do-able the design¬ 
ers have inserted very precise steering 
increments. Touch the D-Pad slightly and 
the rider’s trajectory changes dramatical¬ 
ly, hold it down and hit the throttle and you 
can turn on a dime. Since each course is 
made up essentially of twisting terrain it is 
required that you thoroughly memorize each 
track and its nuances. This is of maximum 
importance, because not only will hitting even 
the slightest off-course sprite crash you but the 
loose terrain will slow you down considerably. 
Should you fall behind, which is easy (crash 


E. STORM fj 

THE MOST FUN 
YOU’LL EVER HAVE 
ON 2 WHEELS... 
WITHOUT LEAVING 
HOME. { 


three times on the 1st lap 
and you may as well reset) in 
VMX, the pack will quickly pass 
as they stay pretty tight throughout 
the first lap. Bring the holeshot 
and hold the lead through a lap 
and a half and you’ll get some 
breathing room. The camera 
distance you choose (from 4) 
also has a profound impact on 
the control, so practice with 
each, find the one you like and then get 
to know each track. 

Once you’ve achieved oneness with the control 
crank the tunes and get ready for some serious 
racing. Though totally unforgiving, VMX is a 
gas to see and play. Once you enter the zone 
you’ll find the racing action some of the most 
intense around. Not only are the 
speeds high but coupled with 
the rugged guitar riffs of 
Tommy T. the combo 
effect is like a 
terone elevator. 

VMX’s few flaws 
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It was nothing really. 
Now show me 





Hearts 


S uikoden 
continues 

to be a best seller | 
in the US, and 
Final Fantasy VII 
is a runaway' 
(understatement of the 
year) hit in Japan. UPGs 
are back! Unfortunately, if 
you don’t play imports, and 
you live in North America, 
you’re probably used to slim 
pickin’s, high prices, and 
bad translations. Alas, 
there is hope! CD-based 
systems make the price- 
point negligible, and 
translations can be 
completed in a few 
short months-if 
not sooner (Wild 
Arms, for example, is 
a quicky). The transla¬ 
tion teams are getting 
better too; way better. 
“Engrish” is pretty much a 
thing of the past,'and most 
translators finally have a 
clue when it comes to 
tasteful humor, strong 
writing, and good box 
and instructions artwork. 

I Time to dig into 
||1 Konami’s latest 
fl translation, the 


v strate- ljA 
\ gv RUG 
Vandal Hearts. 
Skipping the import 


| Vandal Hearts turned out to be a 
-smart move. The storyline is good, 
really good. In a strategy-type game, 
this is so important. The translators 
have chosen wisely, holding back on 
the dumb humor, and emphasizing 
the drama and action. In Vandal 























eventually cut down in HUg 
battle. The govern¬ 
ment covered their tracks 
with lies, and the Lambert 
name became synonymous 
with treason for many 
years. And so, Ash must J 
decide: Should he sim- A 
ply follow orders to M 
avoid suffering the 
same legacy of humilia- mi 
tion? Or should he B1 
infiltrate the corrupt tM 
government, and put ■] 
an end to the senseless B 
bloodshed? He’s the «[ 

f ood guy, so go figure, ml 
ou can have the story m 
all to yourself when you m 
pick-up your own copy of 1 
| VH...for'now, it’s on to 
gameplay (beautiful, per- 
! feet gameplay). 

Vandal Hearts has 
every gameplay element I 


FirstSuikoden, now this ... Konami = RPG gw 

could ever need in a strategy game, without being tgjt j 
Sm • ‘If- J overly complex. In battle, moving your troops is • 

JrJ accomplished Shining .Force-style (flashing strips), J Mj 

£ , "jjjsiSBf indicating how far you can move, or how far 

awa y missile attacks can strike. You can check 
j W. ' | out anyone’s (good or evil) movement, anytime, by 

v .' n ' simply clicking on them. The multi-level battlefields 
affect movement rates (going uphill, through swampy 
K '"mU land, etc.), but certain characters maneuver these condi- 
tions better than others. In other words, you have to 
play the environments as hard as you’d play the 
enemies. Another strategic factor: Counter-attacks. 

■*- 4NM Every time somebody attacks, their victim is allowed an 

X yv automatic return-hit. This works into the movement strategy, 
‘cause if you let the enemies surround you, not only will all 
primary blows hit, but every counter-attack as well (big 
pain!).' Do you see the synergy of play-mechanics? It’s 
.-/ST JF m perfect. Battles are so logic-driven, so second-nature, I 
JS guarantee you’ll be personalizing your 
tactics at every turn. 

Ilf ; Vandal Hearts also has generally good 

Jjr music, great polygonal graphics (the texture 
art is nice), and quick loading times. Best of . 


you to trust these final words: Vandal 
"Hearts is the most enjoyable strategy 
. game I’ve played in quite a - 

\\ j while. It’s' also one of the 
mg best PS games available 
fS (nice one Konami, you rule!). ^1? - 
B , . Vandal Hearts 

i screams “BUY ~ 3 

hut:*™ 
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8 experience. A suitably sav¬ 

age opening, full of vibrant 
colors and imagery, gives way 
* to revealing the task at hand; 
this is the first caveman simu¬ 
lation ! No, don’t turn the page just yet, 
ye of little faith; read on and find out 
why this gets an unequivocal 
Hambleton recommendation... 

First you choose your knuckle-drag- 
ger (either male or female), then walk, 
run and leap about a prehistoric land¬ 
scape on a desperate mission to 
evolve! This hyper-cool idea leads to a 
weird and wonderful romp* around a 
detailed (not to mention almost limit¬ 
less) 3D landscape. There’s trees! 
And flowers! And monkeys! And 
mind-altering effects! Then you’ll find 
your cay e-person’s statistics; how fast 
they’ll run, attack, breath underwater 
and even think; all of which you’ll 
need to survive... and multiply! 

You’ll wander to northern tundra, 
search through caverns, drag yourself 
through swelteriiig deserts and sleep at 
the most inopportune moments, all in 
the name of tribe progression. Of 
course, as you wander, without any clue 
at all why you’re here, you’ll run into 
all kinds of fruit, rocks and various flora 
and fauna... all of which can be eaten. 
That’s right. This adventure may be 
about exploration and bludgeoning 
innocent monkeys to death, but also 


reasons. It is one of the first V f^l 
so-called .‘alternative’ games' jg 
to be released on the 
PlayStation, one of the first bold moves 
for Sony (i.e. you don’t gun down tanks 
or wrestle with Tae Kwon Do experts in 
this title) and definitely.the first almost 
exclusively featuring cave-people. 
Now, the Japanese punter may fork out 
numerous Yen for odd and compelling 
gaming experiences like this, but the 
more conservative US gamer? Well, 
Sonj? is giving you the chance to 
change your attitude and play more 
than the-usual array of PlayStation con¬ 
sole titles with this offering. And after 
days Of constant evolving, I’m extreme¬ 
ly happy that they did. 

Forget your pre-eonceived ideas 
about video games; Artdink is about to 
show everyone outside of Japan just 
how unique, fresh and exciting ideas 
can be translated onto silicon. With 
the previous (and undoubtedly excel¬ 
lent and trippy) Aquanaut’s Holiday 
under their belts, Artdink has" trav¬ 
elled to the next realm of undiscov¬ 
ered video-gaming and brought us 
Wild, Pure, Simple Life: Tail of the 
Sun. From the very moment the cave 
paintings start to dance and the tribal 
drums begin, you know you’re on 













W about filling your rapidly expand-' 
^ ing stomach with all kinds of 
■ tasty/poisonous plants and berries I 
(don’t try this at home, kids!). 

So, you’ll spend an hour or seven ^ 

(time simply flies when you play this!) 
simply jogging around your world, curi-j 
ous at the pretty lights in the sky, weird-' 
‘colored animals and strange bursts of 
techno music when you enter different 1 
Dzones, and then you’ll plunge into the sea 
and drown. Ooops. But no matter, a 
because there’s a virtually limitless sup¬ 
ply of mutated offspring (some much i 
more scary than others) to take your ini-1 
tial wanderer’s place. So, you’ll magical¬ 
ly be transported back to your village,| 
I another Cave-person will descend from 
the sky, and another exploration begins. 

After this has gone on, you’ll begin to * 
^become more adept at killing, finding 
spears, tackling the bigger beasties in the^j 
game (Purple texture-mapped hippos? 
“Ha! Me have big pointy stick! 
eSPLITCH!!) and search for mammoths. 

^ And then the dawn of realization will hit 
you: You’re on a quest for mammoth! 
sbones! And not just a couple of tusks, 
mind; but a huge tower of bones stretch-| 
Ling from the village square up to the sun 
itself! Aha! Tail of the Sun'.'. Yes, it’s all, 
beginning to fit together now... 

Yes, there’s angular polygon mon¬ 
sters and some limited polygon pop-up^ 
►in the horizon, but the sheer peaceful¬ 
ness and strangeness of this title had 
I me hooked for days at a time. There’s’ 
* simply so much to explore as your tribe 
becomes more and more proficient,1 
Mhat you’ll go from a skeptic to a full- 
fledged Tail of the Sun fanatic like me,: 
^constantly on the look-out and actually 
"living the Wild, Pure, Simple Life. 

' Novel, in-depth, very relaxing and fun; 
the best caveman simulation ever!! 
Just don’t become too attached ; 

f to your caveman, okay? Well 
|T done to Sony for giving this iBm 
I the US release it deserves JBBf ’ 
E and who knows, perhaps jcHL 
® Parappa and Rapper j&SatBEBk, j 
Ik could be next... JwilHr * < 




V W iaall | was curious as to how 
I Activision was going to con- 
^ f I, - - < f I vert MechWarrior 2 to the 

% \ * ~ home platforms. In its original 

< ^ ,,1 i PC form it was a complex 

| action/strategy simulator 
. l with the emphasis placed 

firmly on N 

strategy, would the PS version ’—VT' '"*51 

retain the same deep, tactical gameplay? f 

Well, in a word, no. 

In order to cater to the 'shallow' con¬ 
sole market, Activision has re jigged the 
MechWarrior formula and switched the 
emphasis from strategy to action. The controls 
have been simplified (a necessity given PC 
MW2's reliance on keyboard commands) and the 
pace has been upped, with more enemy mechs per 
mission and the addition of arcade style power-ups like 
Stealth, Speed and Invincibility to give the game a more 


traditional shoot-'em-up feel, l] 

Has this shift in balance fl 

worked? well, kind of... j \ \ 

As with the PC original your ■/. f -y ■_ } 

objective in MW2 is to rise up 
through the ranks of your cho- i 

sen clan by successfully com- tf. __ 

pleting the ^ 

missions in your campaign. There 
^ ^ are 48 missions in total, evenly split 
between the two clans (Wolf and Falcon), 
with 16 all new missions exclusive to the 
►t home consoles. All the PC missions have 

been modified to include more action 
and destruction than their PC counterparts, while 
the console exclusive missions feature some nice 
twists on the usual MW2 objectives. 

Before you enter battle you get to choose from a wide 
range of mechs (all taken from the BattleMech universe), 
each balanced in terms of physical attributes and 


PlayStatior 


iDEVE^Pf^^UANTy^WCM 


■ PUBLISHER-ACTIVISION 


0RMAM][^^| 

J| 













































weapons, and you'll find that certain 

Mechs are more effective on particular 

missions than others. While selecting l| 

your Mech, you also get to choose ''JHN 

which weapons you want to group 

together to fire simultaneously, IPi. ' 

although the more power you lump :|K* | 

into one blast, the quicker your mech ..fafe j | jg» 

overheats. 

Technically, Activision has done a lr| 1 S ~ jS - 
good job of replicating the PC's HP | f JPT~ 
aesthetics. The graphics are ok— — 

nothing special, but not too bad I 
either. Even though the rrfechs are FflRPFT THI 

pretty basic in terms of number of runbci mi 

polygons, their actual design is cool, BLAST ENEMY 
and the lighting effects are a nice iim F U LL-BLOW 
bonus. Just don't expect your PS to 
replicate the crisp hi-res visuals of the PC. Be content 
with a decent frame rate! A mention must also go to 
the new sound effects and music, which are excellent, 
and really contribute to the overall experience. 

The control system actually translates surprisingly well 
to the PS pad, with every button employed for a particular 
function. It's been simplified from the PC mouse/keyboard 
set up, but the feel of piloting a huge war machine remains 
intact. Just like the PC, your mech can't strafe or make 
quick maneuvers—dodging is impossible—and ultimately 
it's more like a simulation than an action game. Despite 


_ T Activision's intention of making MW2 
- 'ME ' J more action orientated, you still can't 
' I treat the game as a straightforward 

k blaster - Just wading in with all guns 

I blazing is a sure-fire way to get your 

HP ass kicked pronto. You need to 
► approach each arena strategically, 

H making sure you keep geographic 
‘ h superiority at all times and picking off 

’"ml ^ oes ^ rom a distance - 

Mi I And that's MW2 ‘s main problem. It 
—_ t doesn't know whether it wants to be 
an arcade-style shooter or a simula- 

gTRflTFP Yl tion. There is a lot of action ' but 

b I nH I tb I . because of the limited 'simulation' style 
1ECHS APART control of your mech, the pace is fairly 

FIITIIRF WAR! s,ow ' and ultimately it all gets a bit 

ruiunc vvHn. repetitive. The different mission sce¬ 
narios go some way towards spicing things up a little, but 
no matter what your mission objective, it always comes to 
down to the same old thing: shooting mechs. 

I hope that doesn't all sound too negative. I had a lot of 
fun with MW2 and if you're a fan of the genre, so will you. 
It's a good conversionoand certainly the best of its kind 
currently available for the PS (way better than Krazy Ivan). 
It's not perfect, not by a long shot, but if you're willing to 
put up with a few basic flaws you'll discover a sophisti¬ 
cated and engaging mech sim that should more than sat¬ 
isfy any PS owners hungry for mech combat. K 
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Sony and 
Media Vision's 
RPG 

masterpiece 
comes to the 
U.S... 






giants. Supposedly, 
these events took place over 1000 
yea.-s ago. These tales were thought to be 
mere legends, until archaeological digs began 
to unearth incredibly advanced technology like 
giant mechanical golems and weapons known as 
ARMs, or Ancient Relic Machines Several ARMs turn 
up, but only a tiny percentage of the population can syn¬ 
chronize with them. One of these people is the 15-year-oid Rudy, 
one of the adventurers the people of Filgaia call “Dream Chasers." 
He. along with fellow adventurer. Jack Van Burace, and Cecilia, the 
mage-princess of Adlehycfe, are about to embark on a journey that 
will change the face of their world and force them to learWruth 
about their personal histories they'd just as soon forget 
Wild Arms is highly derivative of past RPGs, but it borrows 
from aii the right games—action RPG elements (like bombs, wire 
hooks and whatnot) from Zeida , puzzles from Lufia II, and battles 
from Final Fantasy (in fact, this combat system is so close to FFVIts 
that it’s scary... three party members, ' limit'' attacks, summon 
speffs.-..). Aii this adds up to an extremely entertaining and much 
less sedate RPG engine than what we're used to. Plaving Wild' \ 
■ Arms is fust. well, fun: You're not constricted to normal overhead 
RPG'dontrols... You-carrdash, jump from high places, and have lots 
.of merriment with ail three characters’ “Goods." 


Wild Arms Krazy Komer 


WiidArms i 
jature that j 


a!!, but ii contains c~e 
<u can't tell what's hap- 
ks a chicken, which, eh 
> left behind?. A MUSH- 
m’f teach cur children to 
iny psychedelic treats! 
ttify your senator! 


ROOM. Does that: 
gc around hurling 
Protest! Start a let! 








Ah yes, the “Goods” system. As has been said before in the pages of 
GameFan, every modern Japanese RPG has to have a few “new systems,” which 
have gotten rather twisted of late (“Tri-Mode No Interruption Free Roam System!!’' 
“Zapping Active Battle Exchange System!!,” etc., etc...). With flagrant dis¬ 
regard for Japanese RPG naming rules, Wild Arms plays it simple 


can be used at any time. For instance, Rudy has 
bombs, a roller dash, and the Treasure Call, 
which allows you to see hidden treasures in 
towns and such... Needless to say, an 
item I very much desire in other 


RPGs! Jack has a lighter, a 

H wire hook and his pet wind rat Hanpan, who can 
retrieve items or push switches that are beyond 
crevices. Cecilia has the Tear, which can open special- 
, J ly sealed passages, a watch that can turn back time and a 
wand that allows her to communicate with animals. 

The polygonal battles are truly a sight to behold, with beautiful 
spells and summoned beasts. And they’re highly strategic, as well. 
Unfortunately, once you’ve experienced Final Fantasy VIPs battles, 
Wild Arms' look... uh... No, I can't candy-coat this: They look less 
than spectacular. I must commend Sony for bringing Wild 


-- Arms out before FFVII —I was quite impressed 
“ ■ withT’e Japanese Wild Arms, but this American 
preview was hard to do after finishing FFVII. 

Ignore that, tfpugh. Most of you won t see FFVII aJ 
for a few montnra'fter Wild Arms comes out; rest jfF 
< assured that these battles are the greatest you've # 

' ever seen and will see until September 7th. M 

The American version of Wild Arms we received ■ 
was decently-translated, with few names changed. It ■ - 
was only playable for about three hours (most of the , 1 

shots in this layout, unfortunately, are from the A 
Japanese version) so expect a much more in-depfh 
I took at WA next issue, perhaps with a review of the 
! final American game. From playing the Japanese origi-^ 
i nai, I can already tell you that Wild Arms will be' one of ( 
T the best RPGs ever released in this country, and will fill in 
the time between Suikodan and FFVII perfectly. -DIR 
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Issue 3. Yes, that was quite a while 
ago, but the game is finally nearing comple¬ 
tion. And even though many moons have 
passed, the graphic prowess of this title still 
cannot be overlooked. 

In Swagman, you take control of Zack or 
Hannah in their quest to defeat the vile 
Swagman and rescue Dream Fly, protector 
I of the happy dreams. Travel through seven¬ 
teen stages of rendered scenery swapping 
characters and doing your best to make it through 
hed. The game really starts to get interesting once you 
Dreamworld. Here, your characters transform into 
ts and take on a whole new set of powers. 1 : 

ig a preview, I won't go too in-depth into the actual play .»jg||j||| 
What I saw looked fairly basic, but was well done. You 


SUBSTANCE D 

The Swagman 
cometh! 


| DEVELOPER-CORE 

■# OF PLAYERS-1 

| POBLISHER EIDOS 

loiFFICOLTY - N/A 


















Graphically, the look is stellar. 
Take the shadows, for instance. 
They actually move with your char¬ 
acter and flow over objects based 
on the position of the light 
source. Add to this, mega ani¬ 
mation, color, and effects and 
you have a fine looking game 
on your hands. 

Hopefully Core will imbue 
this title with gameplay to 
match its outstanding visu- j 


als. It certainly looks original ‘ 
and the cool dream premise , ^ 

reminds me of that other sur¬ 
real masterpiece. Sonic 
Team's NiGHTS. Core certain- > 
ly has a fine track record thus 
far, and they've been work¬ 
ing on Swagman for a long 
time. Let's hope they spent that 
time wisely. If so, look for a 
glowing review as soon as a final 
version is available. SD 










1( . - ^^ackinl985, LucasFilm Games intro- 

f^duced the original BallBlazer. 
fff ,jx} Developed for the Atari and 

Commodore platforms, BallBlazer was one 
of the most advanced games of its time. 
a - ^ ■• 4 * Just imagine: It’s 1985, you’re coming off 

rjg-— years of intense 4k gaming (I was, anyway, 

in my little ColecoVision universe), and a 
futuristic first-person blaster comes along 
out of nowhere. Players toiled over the 
ultra-fast-paced 3D experience, vying to 
attain the coveted rank of ‘Master Blazer. 
Now, LucasArts hopes to re-capture the breakthrough clas¬ 
sic, with the all-new BallBlazer Champions for the PS. 

Champions takes place on an artificial asteroid created 
expressly for the Interstellar BallBlazer Championship. 
The IBC brings in competitors from across the galaxy- 
pilots who command powerful hovercraft-like vehi¬ 
cles called “Rotofoils." The IBC committee made 


FIRE THE BURMN8 HOT YUSnORB' 

into the mm irs iwissss 


Playstation 


steal” and special dodges). 
You’re in a giant 3D stadium each time 
you fight, so learning the layout and 
practicing your maneuvers is essential. 

We haven’t had a chance to sit down 
and take this game apart yet. but more 
in-depth gameplay information should 
be coming Soon. If everything comes 
together, BallBlazer Champions should 
be a heck of a comeback classic. G 


certain the object of the game was simple: Score more 
goals than your opponent. Friendly sportsmanship? Not 
so. The BallBlazer universe is perpetually at war, and this 
tournament replaces the bloodshed with sport over two 
weeks, every year. Why do they continue to fight? 
Nobody knows. The network executives need it, the fans 
love it, and the historians watch on helplessly. 

So how do you play? You choose one of 8 champions, cus¬ 
tomize your Rotofoii, and enter the competition. The ball in 
this game is the “ptasmorb,” 

and Rotofoii energy is r . ! • • • • • i pkl 

required when holding it. • 

and when 




when shooting, 
performing various maneu¬ 
vers (such as the “plasmorb 


GLITCH 

Another cool classic 
getting a 32-bit face 


IT ALIEN CHAMPIONS VIE FOR, THiE TITLE OF MASTER BLAZER!! 
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BLACK-OP’S UNDERWATER EXTRAVAGANZA: 
TREASURES OF THE DEEP! 

In Treasures of the Deep you 7 s 

Ip.ay the part of Jack 
cenary who travels the globe 
nes. By retrieving treasures 

with new weapons and equip- /N i m 

me to stop terrorist Simon & 
i fault lines. Your quest will 
lie, the undersea caves of the 

ne icy caverns of Antarctica ' feLJHR§|i£| 

Barrier Reef. Cool. '$*1 
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GAME FAN BOOKS ORDERS FORM 

Name 

Night Warriors.@ $8.95.$ 

Darkstalkers.@ $8.95.$ 

Address- 

Super Mario 64.@ $9.95.$ 

MK Trilogy..@$9.95.$ 

SmilRIarlp © £9 SR S 

Hity Statu 7ip 


Die Hard Trilogy..@ $9.95.$ 

_.. Make checks (US funds) payable to: GameFan. 

tivlttil 5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301. 

Independence Day.. @ $9.95.$ 

Turok: Dinosaur Hunter... @ $9.95.$_ 

Street Fighter Alpha 2.... @ $9.95.$_ 

Shipping & Handling.@$1.50ea.$ 

(Foreign add $3 ea.) TOTAL $_ 
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w - In the 21st century, a com- 

i j—-puter-controlled chemical car- 
rier has malfunctioned and 
headed off course into a popu¬ 
lated area. The chemicals being transported are highly unsta¬ 
ble, and should the carrier collide with any obstacles, it will explode with 
the force of a small nuclear weapon. And that would be bad. As a mem¬ 
ber of the titular Blast Corps—a crack team of demolition experts—it’s 
your job to ensure that the carrier gets a smooth ride through each of the 
game’s 60+ levels...by whatever means necessary. 

Each level contains a set number of vehicles dotted around the land¬ 
scape (ff5m a total of around 50) and you must use these vehicles appro¬ 


priately to clear a safe path for 
the carrier. There are eight ■ 
main demolition vehicles | , 

(each with a different technique 
for destroying buildings) and around 50 more ‘assisting’vehicles, 
each with their own utilitarian function. For instance, freight trains and 
cranes can be used to transport other vehicles to inaccessible areas, 
while cars and vans are often the fastest way to get from point A to point 
B. There’s even the A-Team van in there somewhere! 

Blast Corps is structured around three main global ‘stages,’ each con¬ 
taining a set number of levels that must be completed before you can 
progress to the next stage. There are around 60 levels in total (indud- 



ROBOTS CAN SMASH CONCRETE WITH EASE! THREE TOUGH DROIDS TO CHOOSE FROM! 
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POWERSLIDE THE DUMP TRUCK FOR GREATER 


ing a vast number of secret and bonus levels) and the further you get 
into the game, the more complex your task becomes. Not only do you 
have to destroy buildings but you have to fill in holes, bridge rivers, 
transport TNT crates to demolish particu¬ 
larly stubborn structures, 
and all the while the carrier 
is closing in. 

However, clearing a path 
for the chemical carrier isn’t 
the only mission in Blast 
Corps. Once a level has been 
successfully completed you 
can return to it at any time to 
attempt one of the secondary 
objectives. Destroy buildings 
to earn extra money, or search 
the landscape for hidden vehi¬ 
cles, Radiation Dispersal Units 
(which open sub-levels) and six 
hidden scientists who unlock a 
secret that’s ‘out of this world.’ 

These secrets add an extra layer of depth to the game and keep you 
playing long past the point of completion. 

The graphics are impressive, as you would expect from Rare. The 
objects themselves aren’t that exceptional (the pastel colors seem a bit 
out of place) but the explosions are cool, the vehicles move realistically 
and the whole landscape is convincingly portrayed with little slow-down 
and no clipping. You couldn’t do this on any other system. The sound 



effects are also appropriate enough, while the music is a strange mixture 
of’70s funk, ambient and barn trance! 

But on to the million dollar question: How does the game actually 
play? Well, I think opinions are going to vary over this one folks, but per¬ 
sonally, I really enjoyed Blast Corps. I admit a few of the vehicles are way 
too difficult to control (such as the Back Lash), and the gameplay is 
fraught with frustration, but overall, I got a real kick out of the whole mass 
destruction thing. Sure it has its problems, but when it comes down to it, 
you can’t beat a good bit of industrial vandalism once in a while. 

Blast Corps is definitely not for everyone. If you’re looking for instant 
gratification in a game, you won’t find it here. But if you’re looking-for 
something a little different, then Blast Corps’ unique blend of action, 
destruction and puzzles may well be just what the doctor ordered. I 
would say that Blast Corps has all the indications of being a sleeper'hit, 
except that every N64 game released here these days is a guaranteed 
chart topper ( Cruis’n USA was complete poo and that’s still on the 
charts!). I guess when you’re starving, anything tastes good. K 
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CARNAGE! IT’S A BLAST!! 



■ ■ 


UPDATE 



□ I# DF PLAYERS -1 


(PUBLISHER - NINTENDO I DIFFICULTY - AOVAHICEiT 


[FORMAT- CARTRIDGE I [AVAILABLE - APRIL 


0 

KNIGHTMARE 

An original game is 
" a RARE thing indeed. 
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If there’s one genre the N64 isn’t exactly known for, 
it’s 3D fighting games. (Actually, are there any genres it 
is known for...?) Besides Hudson’s Dual Heroes, which 
hasn’t even been announced for an American release, 
there’s nothing. Enter Vic Tokai’s Dark Rift, a game 
that was originally announced for the PlayStation but I 

I was scrapped due to... shall we say... differences with j 
' Sony over a lovely little game called Criticom. 

■ Though we haven’t actually seen the N64 ver- * 

_ sion in motion (at last year’s E3 we saw the 

game running on a PlayStation at 60fps, 
gM w with motion blurs and multi-layer parallax m i/zi 
>- fe flj- backgrounds... it was gorgeous, to say the ffljf ' j 

II |k least,) Vic Tokai boasts that it will bestow gffl j 

upon us “blazing frame rates, optical 
tti&kO motion capture animation and intense fog 

mood enhancing.” Let’s hope that the fog w"' 

B in Dark Rift is more, uh, mood enhancing ■ 
fl| than in other N64 games... 

U f Dark Rift features eight playable char- 
acters, two bosses, Tekken-like ten-hit com- 
nac. bos, side-steps, chain combos, and KI- style 
_ jt, combo breakers. Little else, such as rV>l u! l;j 
specifics about what type of special move HMIjp 
motions are in the game, is known. We 
|t should have a hands-on preview of Dark 
mg*' Rift sometime soon. NR 
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NICK ROX f> 

From the 
makers of 
criticom!! 



















Robotron X for the Nintendo 64 is wel 
under way by the same team that 
brought us the stellar PS version;J 
Player One. We recently made ourJP 
way to sunny Santa-Monica 
to see what gamers could 
excpect from this classi|jSj'B| H 
blaster on the most powerful;* -mu | I 
console in the known uni- IHIJ 
verse. As of 2/24 the game^^^Jfty 
was about 70% complete with all tffl* A 
the graphics and model designs fin-% 
ished, but yet to be placed into theV 


fl^Vtfncreasingly accelerates toward the end 
^^^Lof each level, and best of all, the final 
qklevel features a yet unseen end boss! 

fourteen techno tracks (complete- 
WM Mfm. ly recomposed from the PS 

game) use 6-8 sound chan- 

f l HI 1 nels, and at this point, it’s 
I m palready the best we’ve 
8 |H I heard from the N64. As 
expected, the player’s level 
status, controller configurations 
mm m and option settings can all be saved 
kHH wm 1 ° memory card. A jolt pack option 
HPHF4rmay be added also, if the specs are 
^^HK^pirecieved in time. If all goes well, we 
P^PPshould be obtaining a preview copy of 
^WRobotron X for the next issue, as well as an 
(P^nterview with Player One, where we just may 
learn what they’ve got in the works following this 
ring title. The Enquirer 


actual game. The N64 version will fea-l|^Sj||^^^^^f 

ture 200 levels, like the PS version, 

according to designer George Weising, 

will feature a few things not found on the PS^t wJ J 

version as well. These “extras” include a first- 

person perspective mode, improved enemy AI, dual- 

analog controller mode (see picture, below), music which 


Pictured above: Left, a demonstration of the two-handed technique; Center, a demo shot of 
Robotron X ; Right,a sample of rendered art, which may be used as the cover for the packaging. 
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Hexen, due in June (USA), is the 
1 st corridor game to feature 2 or 
4 player multi-screen carnage. 
.The game is also a lot cleaner 
graphically than its PS and SS counterparts. We should 
have a bona fide hands on preview for you next month. This 
welcome sight indeed. 


TITLE 

COMPANY 

ETA 


great corridor game will be 




Finally, some actual screens (as opposed to the mock ups we’ve been get¬ 
ting) of Goemon 5. The engine looks very “It’s-a-me!” but the gameplay 
should be quite unique. Look for a more platform-oriented adventure. G5 
is due in Japan this May, with a US version probably around Christmas. 


TITLE 

COMPANY 

ETA 

GENRE 


The latest on Zelda is 
news that the game will 
now be introduced in cart 
form (124m) and then new 
scenarios will be intro¬ 
duced which will attach to 
the quest via 64DD. Look 


The next big eventBiH jfl 

for the N64 is defi-TOL 
nitely StarFox 64.\ 

If the Nintendo 64’s M^xfo ]-lEF 1 
3D capabilities are to be tested, this will 
be the ultimate testing ground. The game 
features “me-to” levels similar to the 

.; original along with 

“go anywhere” iev- 
e * s w ^ ere you and 
itmm th e crew fight free 
J of directional 

restraints. StarFox 
( 64 also features 

-— split-screen play 

for up to 4 players in battle mode and 
ground assaults. The game is 96 megs 
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ZELDA 64 
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NINTENDO 
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Japanese version of this game (called Torico) As far as the gameplay is concerned, there 
a little while ago in the pages of GameFan. is less puzzle solving than D. It’s mostly 

In the interim, the game has received a shiny about finding items and then finding the 

new English voice track, allowing the game proper place to use them. There’s nothing 

to be enjoyed by all English speaking terrible tricky or vexing, it’s simplv a matter 

humans of the world. of looking everywhere and speaking to everv- 

You play r red, a poor soul who’s memory one. Certain items won’t appear unless a pa'r- 

was lost four years ago. Since then, you have ticular conversation has been triggered. This 

been wandering from village to village search- may stump you a couple of times, 
mg for your true identity, along with the In the music department, Lunacy'dienefits 

meaning of the strange crescent tattoo on from a beautiful, delicately composed sound- 


vour forehead. As Lunacy opens, you find track. As much as the actual look of the 
yourself m a mysterious village known as game, the music soaks the environment in 
Misty Town. You quickly discover that the atmosphere. It’s a reallv great sounding 
only way you can leave Misty Town and score that suits the mood'of the game per-- 
regain your memory is by finding the ethere- fectly. As for the dubbing, the voice quality 
al City of Moons. So Lunacy begins. is fine, though the translation and readings 


In the tradition of Warp’s inspired D, 

Lunacy is all streamed FMV. In other words, 
you move around within the 
game world in spurts 

from one “hot” spot to 
the next. Of course, a 
level of control is *4', si 

removed from the * 

player’s hands, but the aHfV'V 

upshot of it is a beauti- W 
fully realized and '* i 

detailed environment— 
much more so than 1 
would be possible if it ! 

were all real time. itXW 

Everything in life is a com- 
promise of sorts, I suppose. v gj3g . 

But I can live with that, # J 1W ^ 

for the look and atraos- 99 

phere of this game is 

just wonderful. Misty ^ 

Town is lit in a melan-’ 


i bit odd at times. Revel in phrases like,’ 
“This town is a nut farm. I’m getting the 
hell out of here,” or, “The name that 
they call me is Fred.” 

If you thought D was the bee’s 
knees, Lunacv is right up vour 
alley.' The FMV is 
supremely well done, 

% \ the music’s gor- 

yAi % geous and the story 
is nice and surreal. 
On the other hand, 

- you may not like 

. FMV games, and if 

WiJf * that’s the case, you’ll 

Ip i probably won't . 

ii change your minjjLon-- 
| “ Lunacy’s .^behalf. * 

* M Certainly it’s not the 

kind of game you 

4 can play over and * 


can t tell you what a delight it is to see a choly dusk, the setting sun painting everv- 

game like this reach the shores of the red, thing orange. The game is even more breath- 

white, and blue. It’s almost as if an evil taking once vou reach the City of Moons 
conspiracy has been bent on keeping the Here the color palette is cool,' with great, 

more esoteric and interesting Japanese dreamlike bridges and pools of water. Even 

games from our waiting hands, with the Saturn’s lack of prowess with FMV 

Somehow, Lunacy made it. (which is surprisingly well handled here), the 

Some of you may recall seeing the game looks fantastic, 
lanese version of this game (called Torico) As far as the gameplay is concerned, there 
ttle while ago in the pages of GameFan. is less puzzle solving than D. It’s mostly 
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S ome of my fondest gaming memories stem from my experience with the old 
NES Contra. Images of that game still flow freely throughout my synaptic 


"pathways. We’re a long way from 8-bit these days, and you would expect a 
32-bit version of a classic NES side-scroller to be beyond awesome. By all rights, 
it should be. It would seem, however, that Konami dropped the ball on this one. 

If you were hoping for the classic Contra experience, be prepared to be a little dis¬ 
appointed. 

Their first mistake in updating the classic Contra series was a fatal one. For 
some unfathomable reason, this game was not even developed in-house 
by Konami. It was instead farmed out to Appaloosa 

Software. Why such a hallmark of , , • £*. 


Konami’s past would 


: Z - *".■.* V - ■ f be put into the hands 

/ l • ■ V v ‘ of someone else will forever evade 

[ ■ *’ • my intellectual grasp. It just shouldn’t be. 

. ' Some of you may have played the PlayStation version that preceded 

this one. This is essentially the same game. The frame rate is a bit smoother, but the 
textures are of lower quality. The fact that I am even speaking of textures is the first tip-off that something 
is not right here. Contra , and the style of play that it encompasses, was never meant to be in 3D. I appreciate 
progress and all, but if Konami wanted to make a 3D ground-based shooter, they should have done something 
original instead of tarnishing the Contra name. 

Still, I could accept a 3D Contra if it was incredibly well done, but this game comes nowhere near incredibly well 
done. Perhaps most maddening is the atrocious collision detection. Something that should be intuitive and enjoyable, 


http://www.gamefan.< 







3am 


-■ nffaJU: 


like jumping up to a plat- 
• form, becomes an exercise 
i in frustration. Couple the 
poor collision with the 
jj sloppy joe control and 
you’re in for a hair-pulling, 

. controller-throwing, 
l “great” time. And speak¬ 
ing of bad control, some- 
~ thing else that should be 

intuitive, like strafing, is handled in a way as to cause even 


I t more frustration. Instead of holding one of the shoulder buttons to strafe, you are required 
,, to click it once to activate it and click it again to deactivate it. With bullets coming at you 
• from all angles, this is not fun. Playing the game should be the challenge, not wrestling with 
j the control. And while I’m on the subject of challenge, I must point out the extreme difficulty 
. ii of this game. The Contra series has always been about being hard, but this one is hard 

HHHKT" 1 .. J in an artificial way. When you die, you don’t blame yourself, as in a _____ 

"mce"! tirM^’^rTne good game. Instead, you curse the erratic con- , " V. 

arcade with a couple of tro1 and murky collision. 


In addition, the 
characters you can choose from 
are lame and completely out of place in the 
Contra universe. They’re more like characters 
from the European Probotector version. Even 
the character select screen is cheesy. Each 
character has a terrible looking, American- 
style animation that does nothing more than 
slow down your ability to scroll through and 
select your on-screen persona. 

Surely there must be some things good about 
this game, you may say. Well, there are. The 
music’s actually pretty good. Oh, and there are 
some decent boss encounters and a couple of cool 
little hidden games. Well, they aren’t that hid¬ 
den, but they are a nice diversion nonetheless. 

I could see the reasoning behind doing a 3D ver¬ 
sion for PlayStation, as it is a Sony directive to 
work in 3D as much as possible. Of course, that’s 
no excuse, but at least there’s some kind of rea¬ 
soning behind it, flawed though it may be. But on 
a 2D powerhouse such as the Sega Saturn, I can 
only dream of the lush, sprite filled, and intense 
shooting scroller Konami could’ve done. SD 
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E FIGHT TECHNIQUES 

;r 30 DIFFERENT ENEMIES! 


CHARACTER ANIMATIONS! 


W hile, for the most part, 32-bit technology has meant a marked 
improvement in most game genres, there is one type of game 
that seems to have resisted the advance: the side scrolling 
beat-’em-up. I’m a big fan of the genre (Final Fight and Streets Of Rage 
2 rule), and it pains me that I can count the number of decent PS and 
Saturn scrolling beat-’em-ups on one hand... with no fingers. It’s a sad 
state of affairs when the 32-bit genre leader is the distinctly average 
Batman Forever. 


able to include real-time cut scenes, and best of all, an interactive cam¬ 
era system that intelligently zooms and pans to frame the action. The 
overall aesthetic quality is highly impressive, and it really gives you the 
feeling that you’re playing a ‘grown up’ beat-’em-up—sort of Final Fight 
meets Virtua Fighter. 


least). Sega has finally the graphics 

gotten around to releasing AMl’s smash ST-V hit Dynamite Deka in either. Some of DHA’s 

the States, albeit under a new name: Die Hard Arcade. As with pre- moves are taken directly from VF (e.g. Wolf’s 

vious ST-V games, it’s an arcade-perfect conversion (except for the Giant Swing, Kage’s uppercut) while the basic gameplay has a 

CD loading), and as anyone who’s played the coin-op will know, feel. The recovery times and collision detection aren’t as harsli 

that’s definitely good news. but a lot of the moves are executed in a similar fashion—i.e 

So what makes Die Hard Arcade so special? Well, for one thing, it’s derivative combos as opposed to just furiously tapping the butti 

3D. Ok, so that’s not that special, but I think it’s a first for a beat-’em- At first Die Hard Arcade seems almost unreasonably diffici 
up of this kind. Admittedly the polygon count per character isn’t that as with most AIVI games, delve a bit deeper and you’ll soon d 
high, but the environments are fully 3D, the textures are clean and that there’s more depth than meets the eye. There are combo 

there’s never any slow-down, no matter how many enemies are on- learned, throws to be perfected and mastering the basic met 

screen (normally a lot). Because of the polygon visuals, AMI has been of combat is a real challenge. 

USE PUNCHES, KICKS, THROWS AND HEAVY ARTILLERY TO DEFEAT THE TERRORISTS! 




two-player battle action „™Se 0 mh'tv A ml' RED 
, A OFFICE TOWER! WELCOME TO THE PARTY, P ■ 

FIGHT UNIQUE VILLAII 











But, hey, not that challenging. After all, Die Hard Arcade 
is a beat-’em-up, and beat-’em-ups are all about fun. It may 
take a bit longer to get into than your usual Capcom fist- 
fest, but the premise is still the same: pummel everyone! 
You and a friend face a seemingly un-ending barrage of 
thugs, ninjas, robots and gun-toting perps as you travel 
through a variety of cool environments in your bid to save 
the President’s daughter. You’re not just limited to your 
fists either: Literally anything you can see can be used as 
a weapon: furniture, brooms, broken bottles, pepper shak¬ 
ers, axes, swords, chairs, anything!! However, by far the 


most effective weapons are the guns. w fT r ' — 

Now there have been beat-’em-ups with guns before but Ml f 

never anything quite this excessive. Whether it’s a Beretta, 
an H&K, a rocket launcher or even an anti-tank gun (which % fXk-o. 

really has no business being in a beat-’em-up), the feeling 
you get from mercilessly gunning down your enemy before 
they can even lay a finger on you is hugely satisfying. You ffvemAw iTW 

can store up to five clips at once, and it’s possible to com- '** 

plete whole sections of the game just by laying down some John Woo-style gunplay. 

Die Hard Arcade is not perfect. The graphics are occasionally glitchy, and more 
seriously, the whole experience is way to short. You can earn yourself almost 
unlimited credits by scoring on the accompanying 8-bit Deep Scan game (earning 
" " ’ thought), thus making it possible to blunder through the 


credits, now there' 


b WJW$t!er! 


iii 


FOREARM 


t ) Still, there’s no denying that Die 

ig, %' Hard Arcade represents a signifi- 

.. iim.jj*( cant step forward for the scrolling 

^^*’^*^*** beat-’em-up (even though it doesn’t 
really scroll). AMI has provided a 
fresh slant on a well-worn genre 
while at the same time delivering 
some good, solid, old school action. It’s the best of its kind—a mil¬ 
lion times better than Batman Forever (ironically another ST-V 
game)—and a heaven send for beat-’em-up fans like myself. K 


%Wuib.ERMRoM' ! 


whole game on your first go. Personally I enjoy seeing how far I can get 
on just one credit (like Ranking Mode from Virtua Cop 2), but if you’re 
the kind of gamer who feels they’ve beaten a game once they’ve com¬ 
pleted it, you’ll probably want to look elsewhere. 


Id OF PlflYERS -1-2~ 









WHEN YOU WANT SOMETHING DEAD, A GUN IS AS CLOSE AS THE 
NEAREST VENDING MACHINE. BUT WHEN YOU WANT SOMETHING 
DEAD AND YOU’RE NOT UP TO THE JOB YOU WANT A SCUD. 


U nless you frequent the intriguing world of under¬ 
ground comics, you’ve probably never heard of 
SCUD. A SCUD, by definition, is a disposable 
assassin (hence the title). If you want something 
dead but don’t wanna get your hands dirty, you need 
j only visit your local SCUD vending machine. As our 
' story begins, Herschel, who’s being held responsi-#| 
ble for the mad robot SCUD calls ‘JEFF’ which is 1 
loose in the mannequin factory (it slams one kid 
into the ground and them slaps him bursting and 
Nflff/lf gushing against the screen, then rips another in 
half), dispenses a SCUD to take care of busi¬ 
ness. This SCUD, however, has overridden its program¬ 
ming and has a will to live. Normally, a SCUD self- 


Pavlov, Nathan Twist... 
even The Head of Jayne 

Mansfield... They all 
V found SCUD and 

J <7 they all got 
# ' killed. 














destructs after its 1st kill. But instead of killing its targets, this 
Bp; \\ SCUD seriously wounds them and then keeps them alive on life 
~ t\ su PP ort ' Of course, this costs money, and so SCUD must offer his 
services as an assassin for hire, in order to stay alive. 

, ' v \\ Meanwhile, ASGARD (the evil corporation in our adventure) 
^gg|\\ wants SCUD eliminated and so, our noodle-haired vixen (see 
|aH\ intro shots opposite page) sends out the fearsome ‘AM minus 2’ 
ppSHaU to do away with the runaway robot. All of " 1 

maintained brilliantly throughout the game 
(funny, too) FMV sequences. 

SCUD can be played by one or two players, one with a gun or 
mouse, while the other controls SCUD with a pad, or, by one player with 
standard controls (jump, kick, duck, and shoot) or just the gun. I can't 
stand 2-player action or gun games so I braved it on my own. 

The 2D sequences take place on beautifully rendered & animated back- 
grounds and consist of mild plat- 
. - \ f° rm ' n 9 ar| d non-stop shooting. 

\\ SCUD can shoot the enemies’ 




v, ' j \\scuo ,,a \\ ; _ 

— —— ^ ^-»******^ijd encounter. When , 

SCUD switches to the 3D gun mode '*-* S 

(FMV backgrounds with nicely animated sprites coming directly%jt the playefrSCUD zips 
i crosshair appears. A diverse element, yes, but a fun one... well,perhaps for some. I’ve 
I gun games and so this is a feature I can live without. 

most part SCUD is a basic side-scroller laced with rendered characters, digitized explo- 
erous parallax, gruesome hits, and a truly likeable hero. Bosses are big but pixelly and, 
st part, very easy to kill when compared to the challenge the levels themselves dish out. 
Itrack is ofghe grating industrial sort and ranges from good to pass-the-ear-plugs. 
n you combine the solid 2D, passable 3D, unique 2-player function, and excellent FMV, 

) begins to take shape. SegaSoft has a few screws to tighten before SCUD’s ready for 
nr^wait with angst for the finished product. 2D after all is the SS^ strong point so 
Duld begin to fill a gap that you could drive a Humvee through. ES 





Capcom's mech 
based 2-D fight¬ 
er is on its way 
to the Saturn as 
we speak, and 
as you can see, 
Capcom has 
added some 
new characters! 
That Akuma 
pr-' gets around 
eh. CB has a 
pf March release 
date in Japan, 
1 so expect a 
US version 
this Summer- 
J 3rd Qtr. 


This is the one I’m waiting i f ^ 

for. The Saturn program- „ ” 

ming gurus at Lobotomy are 

currently in the process of converting the PC first person 
shooter Duke Nukem 3D to the Saturn. It’s commonly 
acknowledged as one of the greatest Doom-style games 
' , ever made, and in single 

flayer mode it’s even more 
Hflp^ble than the mighty 
■ijag; Quake (which Lobotomy is 
also converting to the 
Saturn). No word yet on how 
f* much of the sex and violence 

will remain intact. 


'evlensij 


Tantalus’ port of AM3’s hit coin-op is finally nearing 
completion, and should be on the shelves in Japan by 
the time you read this. We’ve played it, and are happy 
to report that it’s a pretty faithful conversion, especially 
with the analog pad. The frame rate i|a consistent 30, 
while the pop-up isn’t as severe as something like 
Daytona. We ll brirtg you a full review next issue. 


? - V; ' ' ' ..' " 


^ Those of you who tuned in 

to my import review of Shining 
last month may have noticed how irked I was 
that Sega (at the time) hadn’t considered it for US 
release. Without going too much into detail let me sim¬ 
ply proclaim that my rant was not in vain. SOA started 
localization shortly thereafter and the game is now set for 
a Summer release here in 
the US. Simply one of 
the finest Sega RPGs 
ever, Shining will surely 
ppg ~ „ begin to make up for 

the inexcusable lack of 
^ Japanese software mak- 

flf*Jr > ing its way stateside. 

* * Things will hopefully 

"T >► ■% \ continue along this 

path in the future. 

f I’ll have a US preview 

* and be ab,e to 

^SmiVGfbfilOLy^ comment on the US 
translation in the 
May issue. 
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A w yeah baby, Mortal Kombat is back, and this time it’s making a 
leap bigger than any of its predecessors. MK4 is currently 
around 30% complete and is scheduled for release in either June 
or July, although nothing is final. There is no story yet, but when 
asked if there were any new gameplay features, such as MK3 's Run 
button, MK programmer and producer Ed Boon replied, “New button? 
No! A new mode of gameplay? Yes!” We know MK4 is 3D, but as to 
how much this will effect the way the game plays is unknown at pre¬ 
sent. What we do know is that MICs trademark finishing moves 
(Fatalities, Babalities, etc.) are out. As Boon stated, “MK4 will not 
feature any of MIC s trademark cartoon finishing moves because we 
want the game to be much darker and scarier.” 

Gameplay changes aside, the other major advancement in MK4 is the 
hardware. The game now runs on a 64-bit system entitled “Zeus.” The 
hardware was designed by Williams tech wizard Mark Loffredo, the man 


QUARTBR 


1.2 million polygons a second with all features on; i.e. * « 

shading, anti-aliasing, load-management, light sourcing... fL 

the works! Take a look at the shots on this page... They < 

aren’t from any rendered CG. They’re real game shots! >) . *• . t l 
MK4's cast of 12 warriors includes the return of Rayden, u f, 

Sub-Zero, Liu Kang, Scorpion and possibly Sonya, with the 

rest composed entirely of new characters. The game uses 

approximately 2,800 to 3,800 polygons per character at 60 CRUNCHERS 

frames per second, with detailed real time 3D backgrounds. 

You should be able to recognize the background in these Ip- 

shots—it’s from Goro’s Lair. Does this mean the return of M/k 

Goro? Only Tobias and Boon know and they’re not saying... ,T 

Finally, we have some news on the home versions of MK4. Both 
an N64 and PS version are scheduled for a release later this year, ? 
though how a conversion of such powerful hardware will be accom- 



behind every piece of Williams hardware since Narc\ Zeus draws about plished is still a mystery. 


seen, and Armadillo Racing, an innovative racing 
game controlled with a trackball. Konami debuted 
their new driving game Jam Racer, which ran on 
their 5,000,000-polygon-per-second Cobra hardware. 
Show floor reports say Jam Racer makes Scud Race 
look like a toy, but only time will tell. Konami also 
had the innovative HangPilot, a hang-gliding game 
with two screens—one ahead and one below you— 
to simulate a full 3D view. Taito was showing a brief 
demo of Psychic Force 2 running on their new Taito 
Wolf 3D hardware, but, unfortunately, no pictures 
were allowed. Capcom, in my opinion, had the best 
showing: Street Fighter III, Vampire Savior, and 
Battle Circuit. VS is the latest game in the ultra-pop¬ 
ular (in Japan, at least) Vampire series. There’s not 
much room to go into detail about it here, but expect 
a full preview next issue. SFIII needs no introduction, 
and Battle Circuit was a cool, comical side-scrolling 
beat-'em-up in the Final Fight tradition. 

Each year, Japanese arcade magazine Gamest 
polls all comers to the show on what their favorite 
games were. The rankings were as follows: 1.) 
Vampire Savior, 2.) Tekken 3, and 3.) Street Fighter 
III. Look for more AOU next month!! 


Here’s a last-second 
x update on the AOU 
1 show, Japan’s 
1 premier arcade 
) \ game exhibition, 
\ \ which was held 
y \ \ at Makuhari 

' 1 I Messe in 

I , Chiba on 2/18 
) j \ and 2/19. Rest 

) / / / assured, we’ll 

' / J have a full AOU 
/ / report in the next 


The most surprising announcemer 
at the AOU came in the form of 
SNK’s new 64-bit hardware, the 
Neo-Geo 64. A video of Samurai 
Spirits Neo-Geo 64 was unveiled. 


-oC " / /* / GameFan. 

V r The’97 AOU was a 

-sS-sS’ / somewhat subdued one, 
with few huge announcements 
other than SNK’s Neo-Geo 64. Sega had three 
games: House of the Dead, an impressive Model 3 
shooter, Top Skater, a skateboarding game, and 
Virtua Striker 2, a Model 3 soccer game. Namco’s 
booth was semi-disappointing with Tekken 3 and 
Alpine Racer 2, both of which had already been 


Details on the game were few and fa 
between, but it appears there are 
four new characters, one of which 
looks suspiciously like Rei Ayanami 
from the popular Evangelion series. 
Samurai is at an extremely early 
level of development, but expect 
more on SSNG64 next issue! This is 
the only game in which you can 
“embody fierce chambara in parallel 
3-D worlds,” so be prepared!! 


Godlike standups at the Capcom 


credibly hardcore Ban 


The Samurai Spirits 


SNKI_ __ 

Fighters!! Yes, they’re mannequins 


Neo-Geo 64 display 


own these! 


booth. 
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“Core” Blimey, if it ain’t me old muckers from 
across the pond. Knock me down if this ’ere Europa 
special don’t feature more of them there blokes 
from Core. Are you gawping? 

The town: Derby, England. The weather: Freezing. The Mission: Interrogate the rest of the Core Development 
staff to find out some of the company’s plans for 1997 and beyond. The Game: Judgement Force. The Result: 
Even more informative shenanigans from the world of Core Design. 

Is it more of a walk along, rather than sort of a set fight? 
TJF: Yeah. Yes, you progress on to the next situation in 
an ongoing scenario. 

How many fighters are there going to be, do you think? 
TJF: We prefer the term ‘contestants.’ Four are available. 

So this is more like a sort of Streets of Rage in 3D? 
TJF: Yup. 

At the moment, approximately how many polygons 
is each character made up of? 

TJF: We’re trying to keep the characters down to between 
150 and 300. 

What’s the sort of plot behind this... do you have one yet? 
TJF: We kind of had one but we couldn’t use it. It’s defi¬ 
nitely the good guys versus the bad guys. 

Would you say you took a lot of influence for this from 
Final Fight and Die Hard Arcade? 

TJF: Yeah, you really have to go back and look at the older 
games and see what made them work. Then add dramatical¬ 
ly to it. It’s a completely different game than Die Hard— you 
can’t really compare them. You can’t say they are both direc¬ 
tional 3D games, because Die Hard really isn’t a 3D game. 

How many of you are involved in the game’s creation, 
how big is the team? 

TJF: Round about four at the moment. 

The backgrounds are 2D sort of scrolling, would you say? 
TJF: Well yeah, the really far away backgrounds are 2D. 

How many moves per character do you think there will be? 
TJF: About 35, so far. 

How many levels are there going to be? 

TJF: Maybe a dozen, without loads of power ups and huge 
zones to explore. 

When do you think we’ll see a version in the States? 
Probably April or May? 

TJF: Maybe later. We’re planning a Summer release. 

The time had come for me to leave. I thanked my gra¬ 
cious hosts, and waited anxiously for the games to be 
finished. Judgement Force, and another game called 
Ninja (both of which were in very early stages of 
development) looked to be very exciting games 
indeed. The next year should see Core propelled to 
the forefront of video games development, and rightly 
so. Not only does Core have some of the best pro¬ 
grammers and artists in the business, but the nicest 
bunch of people you’re ever likely to meet. GameFan 
waits for the final products with giddy anticipation. 

ck us OUT ONLINE at - http://www.game 



Core have three more top titles planned for this year; 
Swagman (see elsewhere in this issue), Ninja and 
Judgement Force. Being rather partial to a spot of 
fisticuff action, I headed down to the catacombs housing 
the gentlemen responsible for Judgement Force. Here’s 
what they had to say about the best-looking polygon 
punch-up game yet seen... 

So this is the fighting game. What is the actual title? 
TJF (Team Judgement Force): Judgement Force is the 
working title. 

And you’ve been working on it for at least ten months? 
TJF: Probably a bit less. Obviously, it’s because it’s the 
sort of game we haven’t done before; we’re just trying to 
work it all out. 

It’s going to be released on three platforms? PC, 
Saturn, and PlayStation? 

TJF: Yup. 

Which is the most complete version? 

TJF: The Saturn version. 

What sort of inspiration did you take? I mean, did 
you look at stuff like Tekken 2 or Street Fighter— do you 
have any influences? 

TJF: The old, the good old Streets of Rage, and the new 
fighting games. It’s basically taking a game like Streets of 
Rage and combining with all of the 3D games. 
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WIN A COMPLETE MARTIAL 
ARTS GYM SET COMPLIMENTS OF 

k-1 The Arena Fighters 
for Sony PlayStation and 
GAMEFAN magazine 


GRAND PRIZE f11 


One complete set with 6o-lb. heavy bag, 
leather speed bag, leather bag gloves 
Everlast robe and boxing trunks. (1 winner) 


FIRST PRIZE [5] 


A copy of K-i The Arena Fighters for the 
Sony PlayStation. (5 winners) 


SECOND PRIZE [10] 


i year subscription to Black Belt magazine 
and an Everlast Gym Bag. (10 winners) 


CONTEST RUL 


NO PURCHASE NECESSARY. To enter mail a standard postcard containing your m 
c/o T*HQ, 5016 North Parkway Calabasas, Suite 100, Calabasas, California 91302. Limit on 
1997. All entries become the exclusive property of T•HQ/GAMEFAIM magazine (sponsors) ai 
responsibility for lost, mutilated, late, ineligible, incomplete, postage due or misdirected enti 


age to "K-1 The Arena Fighters Contest” 
Entries must be received by May 15th, 
be acknowledged or returned. Sponsors ai 
Drawing will be held on or about May 20th, 1997. 
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O nce again, EA shows the sports game industry why their motto 
is, “It’s in the Game." It’s not enough to just make a fun game 
anymore, hut rather an all-encompassing experience. In their 
never-ending search for individualism and the cutting edge, EA may 
have opened yet another porthole to the sportsgame world beyond. 
Chip Lange, Director of Sports Marketing says quite simply, “EA’s 
goal is to find ways to differentiate us from the rest.” 

About 3 years ago, the competition started to catch on to all of the 
NHL/NHLPA licensing, an aspect of sports games that was used exclu¬ 
sively by EA before then. EA found themselves forced to brainstorm for 
new and innovative ideas. Back then, the helmets in EA’s NHL series 
were plain white. “How cool would it be to have the actual helmet 
designs of each goalie?” they pondered. After researching the matter, 
they found that the masks weren’t even licensed by the NHL, but rather 
by a group based out of Santa Monica, called Five Hole. The two com¬ 
panies put a deal together, and came to an agreement that allowed EA 
to have the helmet designs in their game. 

What transpired from there may be termed “a stroke of luck.” The 
game developers discovered they needed actual, physical renditions of 
each helmet in order to accurately, compose 3-D, rendered helmets in 
the game. Five Hole got busy the following 6 months, producing 50 
full-sized helmets for EA; thus making EA the proud owner of the 
largest collection of goalie masks in the world. EA proceeded to show¬ 
case this collection at trade shows around the country, including the 
infamous E3. What they discovered was a wildly popular reaction to 
the collection, and a huge parade of requests. 

Needless to say, EA was thrilled at the response and subsequently 
introduced their ‘Stanley Cup Collection'—a collection of miniaturized 
masks of the last 5 Stanley Cup winning teams (New Jersey Devils, 
Colorado Avalanche, New York Rangers, Florida Panthers, and 
Montreal Canadiens). Why the hype over a hockey mask? Unlike foot¬ 
ball helmets or baseball caps, the hockey masks are highly individual¬ 
ized, often reflecting not only the team’s city or mascot, but sometimes 
even the goalie’s very own personality. The reason for this lies in the 
fact that each goalie contracted out and worked with their very own 
artist, and worked together to culminate those visions onto the hel¬ 
mets. Flairs of individualism can be seen on helmets like Florida’s 
Beezer,’ who sports a large, yellow ‘B’ on his helmet or teams like the 
New York Rangers, who created a new-look, third Jersey that is based 
on goalie Mike Richter’s Statue of Liberfy-hased, mask design. 

All 5 of these miniature masks are available through EA now, and 
color photos of each one are enclosed with each copy of NHL ’97. 

16 more masks will be available by September, just in time for the 
Holidays, including: Hackett of Chicago, Lalime of Pittsburgh, 

Hearsh of Vancouver and 13 others. 

To order, call EA’s Hockey Mask Hotline at: 1-800-245-4525. 
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W ell hockey fans, I’ve seen the future in hockey games. NHL 
Breakaway 98 should get a standing ovation from all of you. You 
will experience the most features of any hockey game available, 
including: Hi-Res 3-D, polygonal, motion-captured graphics that don’t takeaway from the tempo of the action, a 
Momentum-Based Checking System that is determined by players’ weights and speed, Playbook-Based Al that sets up 
actual plays from the designated teams, Variable Player Sizes based on real physical attributes, Non-Stick Handler Control, a 
Total Team Management System in which you receive points which are applied toward improving your coaching, player devel¬ 
opment, and injury therapy, Icon Passing, Create Players that sport their new name on their jersey, World Tournament Teams, 
including USA, Canada and Russia, Full Season Stat-Tracking, Multiple Season Play, Al-based trades, and advanced coaching 
strategies as well... You better believe this hockey game means business. It’s licensed by the NHL, NHLPA and STATS, Inc. 
Formats: PlayStation, Sega Saturn, and Windows’95 Players: 1-8 Available August 1997 
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n January 22, 1997 Acclaim made another advancement toward the top, when they announced the V o ti^b Jsr' 
signing of Super Bowl MVP Brett Favre to endorse their NFL Quarterback Club '98. Upon the j* ra p "Ijt 

announcement, Favre proclaimed, “It’s an honor to be selected as Acclaim’s featured quarterback... 5* # 


_ _ _____j Acclaim’s featured quarterback.. __ 

and I look forward to working with the Acclaim sports team to create the best football game ever.” % 5 
Needless to say, Acclaim was ecstatic over the signing, but know it takes a lot more than a big name to 
make the game. QB Club ’98 will have all 30 NFL teams, with corresponding 3D rendered stadiums and : 
over 1500 players! You will have exclusive in-game profiles and game tips from the quarterbacks them¬ 
selves. You like the ’Niners? Well now you can pre-program your entire sequence of opening offensive plays, just like they 
do. Players’ injuries will affect game and season performances as well. Stat tracking over the entire season will include 
league leaders in 9 different categories. And all this complete with Marv Albert calling the play by play. 

Formats: PlayStation, Sega Saturn, DOS CD-ROM Players: 1-8 Available: August 1997 



S pring training is upon us and not a moment to soon, as Acclaim’s AlF\ 

Frank Thomas) is about to hit the shelves. This ’98 title will feature all 28 teams, 
dered stadiums—even the new 1998 expansion teams, the Arizona Diamondbacks an 
Rays. Frank Thomas got personal, by involving himself in the Motion Capture Animations. He is not 
in this game, as you will have over 700 MLB players to pick up or trade for. All-Star features the 
1997 MLB schedule, and offers full season stat-tracking as well. 6 gameplay modes are offered: 

Season, Playoffs, All-Star, Batting Practice and Home Run Derby. If you’re familiar with ESPN’s award 
ning baseball voice, Jon Miller, also of the San Francisco Giants... or should I say, if you’re familiar 
the game of baseball... Well, Acclaim has brought Miller aboard for the true-to-life MLB experience, with Miller’s style and 
humorous anecdotes that have made him the voice of baseball over the last 20 years. 

Formats: PlayStation, Sega Saturn 1-2 Available: April 15,1997 
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PlayStation 


JACQUES STRAP 

Mindless multi¬ 
player 2D wrestling 
extravaganza 
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S ony’s NBA Shoot Out ’97 has me intrigued. When all the while I 
thought In the Zone 2 had great graphics and gameplay but not 
enough reality, I conversely felt that NBA Live ’97 was extremely real¬ 
istic, but gameplay was a little too slow. Shoot Out, on the other hand, 
seems to have a combination of realism as well as tempo, and smooth 
gameplay that makes this hoops unique and appealing. I do, however, 
consider this game to be more Zone-ish than ZvVe-ish. Steals are still very 
easy to get like Zone, but Shoot Out otters more in the way of one-on-one 
play, better timed rebounds, and the ability to take a charge. 

The court graphics are great, but I would prefer more detail applied to 
the individual players. It’s difficult to distinguish specific players, other 
than their skin tone and their speed... I mean, you can’t accurately say, 
“Now that's Scottie Pippen.” The only other hang-up I had, was that you 
cannot shoot a shot from the baseline, without the ball hitting the back 
end of the backboard, even though you are clearly in bounds... However, 
the fancy dribbling is the best I’ve seen — behind the backs, crossovers, 
and between the legs. I would, however, like to see the moves have more 
of an impact in terms of faking out the opponent. I found it difficult, but 
possible, to shake defenders one on one, and the interior game is equal¬ 
ly difficult, as computer defenders do not go for the pump fakes and they 
block shots with the greatest of ease—no easy layups here! It is really 
refreshing to see guys taking charges and being sent sprawling on their 
backs, or big men in the paint being stripped as they bring the ball 
down — these are frequent occurrences in the actual game of basketball 
that are seldom or never seen in any of the other basketball sims. 

You do have Create Player Mode which is always fun, and in Sony’s ver¬ 
sion, they have allotted only a specific amount of skillz to be distributed 
where you desire. One of the more attractive features are the statistics 
that are shown by the players’ head shots as they apply, like Jason Kidd 
with 25 assists. There are 6 different camera angles in the camera menu, 
which comes complete with a preview window. For all you rookie hounds, 
ShootOut '97 has the complete class of this year’s talented rookies; high- 
school phenoms and senior standouts. You can play exhibition, a season 
w/ stat-tracking, or else shoot straight to the playoffs. This game does 
some real nice things, and is worth the investment. JK 
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T he Saturn FIFA ’97 was previewed last issue, if you 
remember, based on an early beta version. Our latest 
rev has reached its final beta stages, so this might be 
your last chance to check it out before it joins the PS version 
on the shelves. 

The FIFA series has always benefited from the license. To most 
of us, this is cool (world teams, many leagues, etc.), but it’s not 
going to determine if it’s worth buying. We’re just looking for the best 
playing/best looking soccer game, something like Sega’s WWS ’97 or 
Konami’s Perfect Striker. Anybody can see the power in these titles. 
FIFA’ s been the best for years, but ever since it hit the PS and Saturn 
it’s been filled with problems. 

For starters, the Saturn version has a horrible frame rate. 20 fps, tops, 
and it shows. The indoor and outdoor stadiums are well-designed, I’ll 
give them that, but the poor frame rate screws up everything. I guess the 
polygonal players really tax the Saturn hardware—no, wait! VR Soccer 
did it, WWS ’97 did it, and the frame rate was excellent in both games. 
No excuses; FIFA ’97 looks bad... 

Why does it have to play as bad as it looks?! Really, it seems as though 
every movement you attempt to execute is accompanied by a severe lag 
time. You’ll be chugging up the field, counting the frames per second on 
both hands, and the game just refuses to respond on time! Frustration, 
yes! It’s like the whole game, and I mean everything, from bad control to 
chunky graphics, isn’t moving as fast as it should (or could) 
be. If it means anything, the heel tricks and lobs offer deli¬ 
cious set up opportunities, just give yourself LOTS of time 
to pull one off. 

J.S. personal note: Hey, I wasn’t looking to bag on FIFA 
’97— it’s just not too good. The final tweaks include new 
sky backgrounds, menu screen changes, little stuff like 
that. IF the frame rate goes through any improvements, I’ll 
gladly eat my words, but the graphics are apparently done. 
Hopefully I’ll be back with good news-if not, stay away from 
the Saturn version of FIFA ’97. JS 
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F orget about FFV1I, PlayStation fish- viiniTii ivillillir 
ing is finally here! Oh please, peo¬ 
ple are too hard on fishing games. These games can only ever do one thing well: 
offer a realistic fishing experience. If that’s missing, it’s over. With Big Bass World 
Championship, Hot-B once again proves where their experience lies. This game will 
leave a bad taste in your mouth the first time you see it in motion, but give it a try, like I 
did, and you’ll be pleasantly surprised by the solid gameplay. 

The first time I played BBWC, I thought to myself, “There’s no way this is going to make 
it.” The 3D engine is on par, or sub-par, with first generation PS 3D standards: clipping 
problems, polygonal break-up, and a poor frame rate. The fishermen are rendered, but 
for some strange reason there’s glitchy spots floating all around them (I keep telling peo¬ 
ple it’s them darn mosquitoes!). Even the CG, in the intro and intermissions, is basic, bor¬ 
ing stuff. There you have it, the graphics aren’t even a factor. 

But I looked beyond all that, entered a tournament, and started fishing. I liked the 
control on the boat, and the casting system is accurate and well-implemented (as in: it 
takes skills). Reeling in fish is a special treat: For . __ 

every pull on the line, you must counter in that ~ \ — 

same direction with a tug of your own. All of this ~ 

goes down FAST, and you’ve got to keep an eye on j 

the power meter of the fish in order to judge the KSp lSS Hi*' . STaT 
reel-in (certain counter-tugs take off more energy). 1 

Very cool. You can also swap between over and 1 

underwater views, just in case you’re using bob- | ■/ 

bing lures to entice the fishies. I j 

Big Bass is very relaxing: ambient sound effects, 1 

rain, thunder, the works. There’s plenty of tourna¬ 
ments, a free practice lake, and a perfect menu sys¬ 
tem (marred only by excessive loading). I’m glad I j 

played this one enough to filter through the bad, j 

and enjoy the good. You might do the same. JS — . . _ Ta,lcl ' asi!r 
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In a world where wrestling, martial arts and 
so-called street fighting games comprise a 
major slice of the video game pie, it’s amazing 
how few realistic simulations of legitimate 
actually available to 


hand-to-hand combat 

I I I gamers. The wrestling games—as well as the 

L| II BJ I k 3D arcade fighting games such as Virtua 

111 ■ ■ I ■ B Fighter and Tobal No. 1 ,—have a serious 

| | LP III Wm I m UP problem for the purist. For one thing, they’re 

based on an ersatz sport. Pro wrestling has 
been “worked” (ie, choreographed) for the 
vast majority of this century, evolving into a highly ritualized and undeniably athletic combi¬ 
nation of stuntwork and soap opera. 

The martial arts or street fighting contests rarely even attempt to imitate reality. In 
cases, the karate and kung fu seen in video games are once-removed replications of the 
of mano a mano (ie, hand-to-hand) combat seen in chop-socky films. The punches are 
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f in a startling turn of events, the current president of 
Bandai (and soon-to-be president of Sega-Bandai) com¬ 
mented in the February 6 issue of the Mainichi Shimbun, a 
well-respected Japanese newspaper, that Sega had 
obtained a license to develop a Virtua Fighter game for the 
PlayStation. "The new company’s [Sega-Bandai’s] poli- 
iQf cies,” stated the president, "will completely change. For 
example, we have obtained a license to produce a Virtua 
Fighter on SCE's PlayStation. If Nintendo gives the OK, 
we’ll produce one on the Nintendo 64 as well." 

This is huge news if: it proves true. Unfortunately, when Sega 
and Bandai were contacted directly about this matter, they staunch¬ 
ly denied it. They did, however, hint at the possibility of Sega mak¬ 
ing other PlayStation games: "Bandai is not going to release soft¬ 
ware exclusively for the Saturn. It's possible that Sega's titles may 
appear on PlayStation [from Bandai] and Bandai’s PlayStation 
games may appear on Saturn." 

Only time will tell. The Sega/Bandai merger is due for October, so 
don’t expect any official announcements until then. 


In a surprise announcement, Capcom of Japan has revealed 
that BioHazard 2 is currently facing an almost total re-design, and 
will now arrive in late 1997 on 2 CDs! Why the changes? 
Apparently Capcom felt BioHazard 2 was too similar to the origi¬ 
nal, and wanted to give players a more unique experience. They 
also mentioned a new aspect of the game called "Zapping", 
rumored to utilize the memory cards in some fashion. 


Yes, it’s true: Falcom has announced a new game in the critically 
acclaimed Ys series, Ys Eternal. There’s just one catch: Falcom is 
going back to its roots, and Eternal will only be available for 
Japanese NEC PC-98X1 personal computers. Ys Eternal has no 
release date as of yet, and we can only hope and dream that 
Falcom announces it for a home console. 


Nintendo of Japan reported that their Nintendo 64 system will 
receive a price drop of 33% on March 14, lowering the machine's 
cost from ¥25,000 to ¥16,800 (approximately $204 to $137). Why 
the sudden reduction in price? According to Nintendo, high manu¬ 
facturing volumes have resulted in a new lower price for semicon¬ 
ductors, but experts tell a very different story. Apparently Nintendo, 
with their lack of new games, is feeling the heat from Sega and 
Sony. N64's software sales currently comprise only 1-3% of the 
game weekly sales totals in Japan (with PlayStation game sales 
hovering around 45-60%), and the hardware's not doing much bet¬ 
ter. And while this new lower price might temporarily alleviate the 
slow system sales, it’s safe to say that nothing will permanently 
change until more games are released. 


While news of Namco working on CG films is nothing new, their 
latest movie project is something of a surprise. Simply labeled "Ai 
Suru” (To Love), Namco's new film announcement is not only based 
on a famous Japanese love story, it features live actors! That's 
right, Namco’s making live action movies! Strange but true... More 
information as we get it! 


Bandai's new portable game is selling) 7 
like hotcakes among female con¬ 
sumers. The game is called 
Tamagotch, and its name comes from 
“tamago” (which means "egg”) and I 
"watch.” The interesting point of this I 
game is that it is a portable simulation | 
game for raising a chick-like creature. }7 
The manufacturer claims that it is a dig- 

ital pet that came from outer space, 1..—---— 

and is not a chick. The little screen shows the process of its 
growth—an egg hatches, a chick comes out, grows, and lays eggs. 
The funny thing is that you have to take care of the chicks as if you 
were actually raising them. Otherwise, they die! The game is egg 
shaped and is about 4 cm x 3 cm; you can easily hold it in your 
hand. It sells for about 18 dollars in Japan. 



; Square’s Final Fantasy VII sold through almost 2.4 million units in 
its first weekend on sale, effectively making it the fastest-selling 
game of all time. The vast majority of these sales were not through 
game shops, but rather convenience stores equipped with 
Square/Digicube’s kiosks. This will come as quite a surprise to nay¬ 
sayers who claimed the convenience store plan just wouldn’t work. 


Capcom of Japan is preparing a ¥7,800 special edition 
CyberBots package for Japanese release, of which there will be 
only 55,555 copies ever made. The special edition comes with the 
CyberBots Secret File DX, a 50-page hardcover art, CG, and comic 
book based on Capcom's popular freebie "Secret Files," the 
Cyberbots Panorama Illustration, a folding pop-up-book, and a spe- 
cfally packaged game case, CD and manual. The home version of 
CyberBots (as well as allowing you to use the arcade version's 
boss robots and characters) features an all-new, CG rendered 
character..: Zero Gouki. Zero Gouki is, obviously, a giant robot ver¬ 
sion of everyone's favorite Shotokan master. ZG comes with all his 
human counterpart's moves, including the Go Hadoken, Go 
Shoryuken, and Tatsumaki Zankuukyaku. 

CyberBots is compatible with SNK's 8-Meg RAM cartridge (although 
not necessary to play the game, it adds more frames of animation) 
and will be released in Japan in March. 


Console game machines appear to be becoming the stage for 
singers. Digital Dance Mix Vot. 1, from Sega Enterprises, is a CD- 
ROM that features Namie Amuro’s dancing and singing. Namie is 
currently one of the most popular female singers who can dance well 
while singing. You’re probably picturing something like MTV-style 
video footage on CD-ROM, but your expectations are wrong: This 
CD-ROM contains 3-D graphics of her — a virtual Namie Amuro. You’ll 
soon forget that this is a virtual idol once you take a look at it, since 
her movement is so realistic. This is because Namie's moves were 
motion-captured and processed by Sega’s AM2. Now, if you just 
wanted to watch Namie’s dancing, you could just buy a video tape, but 
there is a function that you can never use on a VCR or LD player: You 
have 360 ’ camera control, zoom-in and out, and bottom-up angles. 
The CD-ROM is distributed only in convenience stores, is priced at 
¥2,800 and contains two songs plus four different mini-games. 

On the contrary, a digital idol has found her way into reality. 
Shiori Fujisaki, who is a character in the Konami game called 
Tokimeki Memorial, recently released her debut album, My Sweet 
Valentine. “When the person in charge of production asked me to 
compose songs for an idol, Shiori Fujisaki, I didn't know either 
Shiori or Tokimeki Memorial. When I found out that Shiori is not 
human but a virtual idol, I was surprised,” says well-known song 
writer, Kazuo Zaitsu. 



9APAM MOW 

. is FINAL FANTASY VII the most incredible 

'EXPERIENCE THE WORLD OE VIDEO GAMES HAS EVER OFFERED? 


^ ^ ^ ^ ^ / | 1 he Bible, penicillin, the 

ttiHi *" I ra d‘°> television, the 

?8P| »' JL polio vaccine. Ford’s 

WHHiIHk|V jl original Model-T, Cabbage Patch 

11 “ !H* ~ Tickle-Me-Elmos, Nintendo 64 s (ha!), 

'\r ■ ’’ ’ Pat Boone’s chart-toppin’ masterpiece “In se| 

^ Metal Mood”; All of these items proved to be * 

(Ml historical consumer successes, but none of ' 

them sold two million units in a single weekend; 

— ~' None of them got approximately 1.7% of a] 

” industrialized nation’s population out-ofiHcd ar 
tong lines at convenience stores on a weekend. No, none of these items came close 
lling the success of Final Fantasy VII, a game that just happens 
Widest-selling item in history. Okay, sure, I just made that up. 
f^Bhttthing is that it might actually be true. Can you think 
ly c<™^*fc£roduct that’s sold that well in a weekend? V Jjift" 


Now, I’m not saying that the release of Final p, I T7 ITT fj ' 

Fantasy VII is the most important event in human | 1 A\ 1 , 

history. There are some very nice things about 1/1 II ml I 

penicillin, for example. I just want you to know M 1 ■ 1 ^ 

what were dealing with here. This review isn’t a I I * L 

matter of “should you buy Final Fantasy,” because I 11 J 5 I 

you should (and you will). And if this review , 
dwells a bit much on the game’s negatives, you 
mustn’t think that these problems, although *' 

the game’s stunning positives— FFVllis quite pos- j 

sibly the finest video game ever made. So the 

topic of this review, in light of the year of antici- - 4 | 

pation, the broken sales records, and all the media 
hype, is: “Is any game worth all of that?” And 
that’s a trickier question to answer. 

One simply can’t exaggerate when discussing the scope of Final being 
Fantasy VII... You don’t have to see the list of 300+ names in the credits game 
to realize that the budget of this game probably exceeds the budget of there 
the 2nd most expensive game ever by a factor of ten. Outside of the with 
battles, overhead map and mini games, every screen of the game was simih 
pre-rendered to a degree of visual quality that’s never come close to you 1 


“...stunning backgrounds, dazzling spell effects, ultra-realistic 
character tmthm, and unprecedented enemy variety and d, sign! 


Artwork © Square 1997. Illustrations by Nomura Tetsuya 




fantasy facts - TME MAT EMM SYSTEM ... 

r Ay intrepid FF’ers know, every Final Fantasy has a new 
^ “system” in the battles. IV saw the birth of the “Active 
Time Battles,” Vhad the brilliant “Job System,” VI had 
jgjHH| the ho-hum “Accessory System,” and VII has... (dramatic 
pause) the “Materia System.” 


dal abilities or magics, except for their own limit breaks. 
Instead, the magics, abilities, call spells and special attributes are 
all sealed inside little Makoro-produced crystals called 
“Materia.” These fit into slots on your weapons, and give you 
all sorts of things... a call spell, the ability to steal, an entire 
family of magical spells (like all three thunder spells, or cure 
spells, or whatever), the ability to learn spells from enemies, HP 
bonuses, increased luck, all sorts of things. Other Materia, when 
placed in adjoining slots with certain other materia, change that 
materia’s attributes. For example, a spell that once targeted otily one 
ally or enemy can be made to target all your enemies. 

The Materia go up levels as you gain Ability Points, which 
come along with XP at the end of battles. Certain armors and 
weapons double, or even triple the rate at which your Materia 
grow, and some weapons and armors don’t let them grow at all. 
Which is a shame, because if you use that equipment, you’ll 
t never get to “Master”your materia, which causes the little guys 
to reproduce themselves in a sudden fit of sexual passion. 


inique abilities, camspelJsdnd special dmJb, 
idle M/ikoro-prorU^rd^crystnls calk d 1/1 f L 




Unfortunately, Final Fantasy VII is not without 
its flaws. There are a few small ones: The way your 
character gets lost in the sometimes confusing back- 
T drops, and the way you have to be constandy re- ^ ' 

i* equipping your Materia when you change charac- ^ «* 

* ters, for example. And there are a few big ones. '*■' > 

The first big one is the difficulty. In their quest VW* ‘ fe' 

to reach out for a new, older fan base, Square aban- 

doned the challenging nature of previous Final \* dfc 

Fantasy titles, creating the first FF that could con- 
ceivably be beaten without ever dying. I never once . 

paused to slaughter for experience, and after dying jlUtSl flUL mKK, A 

only once (in a completely optional subquest), got 
through the entire rest of the game with little difficulty. The many optional subquests that I didn’t 
j? the first time through could only have made me stronger, and anyone who completes all of th 
have the resources necessary (in the form of a very nasty call spell) to kill the last boss in a singl 

f a Final Fantasy game, this is nearly 

inexecusable. I sincerely hope the .. V A ’*$ 

difficulty will be raised in the 1 J 

American version (Then they even k *'* 

could sell that version in Japan as &A , -• 

Final Fantasy VII - Hard Type'.) * y/' *f v - • 

The other problem is that ew9| '&/’ ■■ 

■c. with the game's two month delajol 
■ the last five-to-ten hours seem ^ y 
W horribly rushed. The storyline 








FANTASY FACTS - TEE CAIE SFE'ZpJA'^j 

Without a doubt, the greatest graphical extravagance to behold are the ( 
Square’s imagination and research into mythology have combined to produce. 
most spectacular incantations ever seen! Amazing PlayStation visuals are cai 


falls apart near the end, the last dungeon completely sucks, 

and the game’s many subplots and supporting characters have 

either disappointing resolutions or no resolutions at all. f 

While the last bosses, last boss music and ending are all very 

impressive, the last five or ten hours can’t come close to cap- j ' 

turing the genius of the first forty. It makes you wonder if ' 4“ ^ 

there were some really cool parts that were cut from the orig- 

inal plans when Square ran out of time. Square’s obvious V'- . , 

haste in completing the game could also have been one of the 

reasons for its unfortunate lack of difficulty. 

Although flawed, the worst thing I can say about Final Fantasy V7/is that it’s a twenty out of ten 
that could have been a thirty out of ten. This is still the most incredible experience the world of 
video gaming has to offer. So in the final analysis, yeah, it is worth all of that. Takuhi 


i the might of legend’s darkest creations to smite your foes before yo 
Titan, Leviathan, Ramuh, Hades, Phoenix, Odin and others awa. 
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fantasy facts ■■ TEE TMiMBlPOMiC BYSTEMooo 

You won’tjust be tramping over tundra on foot. Oh no. As you’d probably guess by now, the design- 
meisters at Square have invented some truly spectacular (and wacky) new forms of transport to tra¬ 
verse the map sections of the game. Newer vehicles can even reach otherwise unobtainable areas... 


MORE GREAT SCENES FROM FINAL FANTASY VII 


Mind-blowing 
through < 


’-s highlight your adventure! The story unfolds 
CG movies that will blow you away! 


In addition to the usual assortment of Chocobos, sub¬ 
marines, and airships, FFVII has a couple of cool new vehi- !i 
cles, including a shot-down airplane that can do little more 
than skim around on shallow water, an all-terrain buggy 
which is able to traverse deserts and rivers to reach new ^CjgS 

islands, and crazy Chocobos that can run straight up cliffs, | 
walk on water, and turns rocks into bread! Ha ha! I’m kid- J 
ding about that last one of course. You see, I said that ■ >. 

because they can walk on water. Get it! 

Um, anyway, you can also drive motorcycles, snowboards, and Chocobos in the 
mini-games. Displayed in 3D, these 'race' sequences make a nice break from the inte 


Vincent Valentine 
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Mmsr facts 4¥M0 LUMUT JII®, , jjttMja k 

Final Fantasy VII also utilizes the new Limit Break system. These are basically a set 
of awesome special attacks which are unique to a particular character. Not even the 
mighty incantations of the Call Spells can match a fully powered Limit Break attack! 
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were dueling it out simultane¬ 
ously. They did over-do it on 


MODE 


they to the point where devel¬ 
opers have become so wary 
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r ning realism. 

■ l¥V Besides these 6 Iev- 

* l'&v - els of high speed burning 

carnage, RT features a Time Trial 
Mode where you can either choose a rival or 
simply go for the record. 1 think it’s safe to say 
that Chase HQ is dead, while the concept lives on in 
pure PlayStation splendor. Now let’s see, I’ve got a 
bunch more space to fill and I’ve pretty much said 
what needs to be said. Hmm, let me see... Oh 
yeah, here’s something cool. The courses are no 
longer simply long stretches of boring highway, 
no sir. Now, in many instances you’ll break 

through barriers or veer off into grassy 
m* *•» 11 canyons, sewers, underground tun- 

nels, and other such diverse terrain. 

As y°u speed towards the climactic 
a§ end battle, enemy vehicles surround 
you at every turn. You can either 
pass them, (attempt to at least), or, by ram¬ 
ming into them, cause them to explode which 
results in impressive pyrotechnics. Depending how 
fast you complete each course, your time is allotted 
„ to destroy the boss. Save your turbos—in Ray 
Tracers, the enemy is quite intelligent. The 


V ' "> 'W ^1+*****^ going 10 

\\^f/ say something 

w, / that may make 

more than a few of you 
cringe as you hearken back to 
that matinee of bad game theatre... 

Chase.... HQ! There, I said it. / 

Now for the good news. While _ - ? ,-tm 

Ray Tracers is a sequel of . 

sorts to that long lost stink-o- ^ JffjAWffjtA 
rama it has gone through a I * WWM 
complete metamorphosis. 

Chunky sprites have become smooth, 
texture-mapped polygons, rancid tunes 
have become luscious melodies from 
ZTT (Zuntata), and boring end bosses 
have gone from cars just like yours to huge 
mech-style beasties that fire smoking projec- 
tiles and animate with * 
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THE CLASSIC HO 
REINCARNATED 
MAKES THE OLD 
ONE LOOK 
ANCIENT! - O 


| DEVELOPER - TAITO 

| # OF PLAYERS - 1 

■publisher taito 

■DIFFICULTY - INTERMEDIATE | 





















game moves along at a blister¬ 
ing frame rate, by the way; in 
fact, it may be the fastest in 
its class, and a large class 
that is. So if you’re 
looking for a little import 
flavor in your PS arsenal by 
all means, have a look at I * v y 
Taito's latest. They are 
quickly emerging as a top * 

PS developer. Wait ’til you S* 
see Ray Storm (pg. 97). Oh j 
my. 1 can’t wait to see what 
they come up with next! ES £ 


Huge foes await! Ramming 
Speed! Go baby go! Yudaman! 








































I ountain Pass Fastest Drift i —— 1 “““- LJJJ ' 

/■Master (a rough translation n ™ 

r lof the title) is coming to the rirws 

the moniker of Peak Performance k 
P/kes Peak hiilciimb for . 4^' ' 

If you’ve always wanted to power . _y 

around twisting mountain roads, 

>, you have a wonderful assort- " 

_ .. _ oose from—over 20 in all. And is 

a few highly specialized vehicles like a sta- -i . 

nd a racing spec Viper, high performance , ■ JOB ' £ ! 

flesh out the remaining selections. Now 
ast through winding mountain roads in the 
market-specific Nissan Skyline or Eunos Roadster. All of 
Fe counterparts. Most astounding however, is the amount of 
Get the car sideways enough and you’ll even see him flingin, 


,| US under 
If featuring 
' PlayStation, 
lide your way 
us has got a 
For starters 


;ars are wonderfully modeled and shaded and truly 
il in each car’s interior. You can actually see your lit- 
wheel around like a madman. I was impressed when 


iucous 


I first saw those little diamond-headed guys inside the car In Sega Rally 
for Saturn, but this takes it to a whole new level. 

Outside the car, things remain fairly impressive. Trackside detail is 
good, the 3D engine is fast and smooth and there’s onjy the slightest 
pop-up. And, as the name implies, you’ll be driving on some fantastic 
courses that undulate and twist their way around mountains. On top 
of that, the courses themselves are extremely long. 

As for the play mechanics, the title says it all; prepare to drift. 
And why not? It’s a total blast and executed very well in this game. 
Yank the hand brake and watch as the tail end of your car breaks 
loose and you fly around a corner. Good fun, indeed. The computer is 
relatively easy to beat, but it is the plethora of options that gives 
Peak Performance its longevity. There are five courses to choose from. 
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mm 4 I ,inct honor of being the only major 

I Japanese RPG series that has never 
m I been translated into English. As excellent as this 
series is, we rarely cover it for just that reason. But 
I222S23B| ” this time, I just couldn’t resist, as the setting for this 

i *:-—. . . . iijj installment (full title: Tengai Makyo: The Fourth 

fiMTflMl Revelation: The Apocalypse IV) is none other than 

B the history of this great land we call (sniff!)... 

Past Tengai Makyo games were based on the writ¬ 
ings of an apparently fictional Westerner and his 
unlearned impressions of late 19th century Japan. 
This time, the roles are reversed, and the developers 
made TM:TFR:TA4 based on their own clouded ideas 
of American history and geography. 

And so what if all the dates are completely wrong, 
and both Seattle and Portland are neighboring cities 
in that most Northwestern of states, Montana? That’s 
half the charm. TM:TFR:TA4 has a very cool story¬ 
line, with an interesting mix of hilarious hijinks and 
occasionally serious plot points based on the Bible’s 
Book of Revelations. 

As a game, Tengai Makyo’s strongest point is its video quality. The 
animation in this game is all full screen, 30fps, and with none of that 
chunky Cinepak screen garbage (although miraculously, it /sCinepak). 
This video is, astonishingly, better than the PlayStation’s best, even 
though in every single previous game, the Saturn has lagged far behind 
in video quality. 

The battles are impressive, with full screen enemies that look great, 
but could stand a few more frames of animation. Unfortunately, the 
overheads are disappointing, with simplistic visuals and bland colors 
reminiscent of PC edutainment titles. While it’s cool to be visiting such 
actual locations as New Orleans, Phoenix, New York and Hollywood, the 
game would be much more enjoyable if they didn’t look so bland. 

The mixture of stereotyped American history and biblical^^^H 
imagery is a guarantee that TM:TFR:etc., etc. will^j^SBi^M 
never make its way to the states. But import 
buyers might enjoy this one as both 
pretty good RPG and a fascinat- 
ing cultural curiosity. wEr ^ 


Full 

screen battles, 
with Hudson’s astounding 
“High-Brid™” animation!! 
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TEAM EDIT ALLOWS FOR HUNDREDS OF FIGHTER 
CHOOSE FROM SNK'S BIGGEST STARBAND CREATE THeIl 


W ith Rugal Hefeated in the previous year's tournament, it 
seems thfcKipg of Fighters competition may no longer 
go on. /fwoling woman named Kagura Chizuru, how- 
^ ever, steps up Ref announces that shfa will host it herself. 
Kagura guards an ancient evil power l^nown as 'Orochi,' and 
she is on a quest to find the strongest v^arriors in the world to 
l help her protect it from Goenitz. Goenite is one of four Orochi 
' 'Elementalists,' and wishes to release the mystical energy so 
' that he can use it to conquer the world. 

' Thus opens SNK's latest fighting gamef King of Fighters '96. I 
awaited this one with excitement, not only because I'm a huge 
SNK fan, but because KOF '95 is still one of giy favorite 2D fighting 
games. Yet, I did have one reservation: In all of SNK's fighting 
game series, the third title has always been a very poor game. This 
being the third KOF, I was a bit worried. 
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’ stadium with its roaring crowd and onlookers 
walking around wearing huge heads depicting 
jflBjj their favorite fighters. 

So how does the Saturn version compare to the original 
arcade and l\leo*Geo cart versions? Very well, thanks in part to the 
RAM cart that SNK has produced. The only real disappointment is 
the character samples, which are a little muffled and soft. Still, it's a 
fabulous translation, and excusable when you see all of the anima¬ 
tion and background detail. And, remember, KOF '95 had its own 
specialized RAM cart, and its background music wasn't redbook 


Thankfully, my fear was for no reason. KOF '96 is ; 
exceptional game, and a solid progression of the series. PI 
is very close to '95, yet with little modifications to balance i 
play. Changes range from giving short attacks more of a 
replacing the 'background dodge' ability with a some’ 
cheesy roll. Some existing characters get new moves, or 
their old ones, and as always, a new bunch of participant: 
for this year's competition. Making an appearance are K; 
Mr. Big from Art of Fighting. Geese 
Howard and Wolfgang Krause from uHm.Lt* 

Fatal Fury, and original characters 
Mature, Vice, and Leona, among others. 

Most of the new characters are great 
additions (except for Kasumi), yet I'm a 
bit upset at some of the decisions con¬ 
cerning who was taken out to make 
room (they should've kept Billy!). 

Graphic quality and detail is at its 
usual high level, and many returning 
characters were given new standing 
poses and animation (and if you 
thought Mai couldn't get any, er, 

'bounder,' just wait until you see her). 
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ACCLAIM'S 
MONSTROUS 
NEW N64 
TITLE RIPPED 
APART! 
THOUSANDS OF 
SCREENSHOTS 

DETAILED 
MAPS FOR 
ALL LEVELS 

KILLING 
STRATEGIES 
FOR ALL OF 
TUROK'S 
ADVERSARIES 
ALL 14 
WEAPONS 
DETAILED 


LOADS OF 

SECRETS 

REVEALED 

AN INTERVIEW 
WITH THE 
TUROK TEAM 

AND MUCH 
MORE! 


FOOLEC^B^CHEAP 

IMITATIONS! 

Credit Card Orders 






vcfeic War Jock Assa^lC 


power.. 


mr will this mvstk 

THE U6HT CV CM iW 

^Y° nd memories of the classic Mystic 
0 P K Defender (an early Genesis masterpiece) 

I came screaming to mind the first time I 
laid eyes on TWI’s Psychic Warlock. It wasn’t jff/jf- 

until playing it however, that I realized this 4f ‘fm 

could easily be considered that game’s sequel, 
should Sega wrap it up for a domestic release. Ml 
Don’t hold your breath though, I doubt * 

SOA knows it exists. The game was 
produced by the unlikeliest of compa- \ 

nies, Time Warner Interactive... Japan. , 

And even if they did, a game dealing with * d ; A 

such dark themes would likely be turned ^ 

away. Here it is, though, for your viewing 

pleasure, a hot 2.5D game for the Saturn, ‘ 

made up primarily of beautifully textured poly- 

gons and bursting with inspired special effects. jgf 

Literally everything you see, except for the dis- J«q*. 

tant horizon and the characters, is polygonal. ’pif' 

The Saturn’s 2D engine is indeed a screamer. J?, 

50,000 were produced before TWI Japan ceased M 

operations. A fitting swan song, indeed. J| 
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This energy can be accumulated by 
holding down the attack button and 
M unleashed upon releasing. L 
A full charge sends a M 
W&,i X furious stream of death Mk 
IPO; through every living A 

BKjfiWfcsoul. You can block JH 
BPHfjPenemy attacks \ j 


press snmr 
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PRESS START 




by throwing down a 
j 7 * ' protective sphere. 

- & ^ Mastering this tech- 

/ %l nique is key to your 

survival. Platforming, ~ 

i f sliding, dashing, and 

some amazing boss 
encounters along 
with some super cool 
level design garnish the 
feast. It’s hardly ever 
straight walk and shoot, 
and when it is, it’s intense. 

All this, combined with the unique A 

attack mechanism and a two player 4* g 
mode makes for a very challenging iflj 

and entertaining, albeit short (about 
an hour and change) game. But blissful -.(4W 
graphics, fresh gameplay, and a sound- a J 

track right out of ancient Japan scream 
play me again. If you frequent the import ! ^f 
market, add this legacy of a dying breed /■ 
to your quiver of games and dare to I 
walk in the sandals of a warlock. 













SEGA SATURN 2 NEWS AND SPECS! 

Ok, first things first. Although these specs 
came from a reliable source (a top Sega devel¬ 
oper who recently received a Saturn 2 devel¬ 
opment station), they may change in the 
months leading up to Saturn 2’s official 
announcement. Having said that, the specs 
are current as of this month, and we knew 
you’d want to know them... 

The first revelation about the Saturn 2 (the 
name will change) is that the machine will 
once again be CD-based. Sega wants a 12x 
speed CD Rom to minimize loading, along 
with between 8 to 16 megabytes of RAM (yet 
to be decided)—an unprecedented amount of 
memory for a videogame console. The 
machine will be powered by a Hitachi 64-bit 
CPU (rumored to run at speeds of 150 MHz) 
and come complete with a 64-bit graphics 
chip based on a current PC 3D accelerator 
card called the Monster 3D. The sound chip 
is said to be a Creative Labs AWE 32, a high- 
end PC sound card that is actually used by 
musicians to mix tunes! 

The Saturn 2 is currently scheduled for a 
Sept. 1998 release date in Japan, with a US 
launch shortly afterwards. The price being 
quoted at the moment is between $250 to $350 
(in Japan) though that may change. All inter¬ 
nal Sega development teams have taken deliv¬ 
ery of their development systems already, and 
Sega has told them that they must have their 
launch games ready by no later than August 
1998. We have no news yet on what those 
launch titles might be, but either an enhanced 
VF3 or possibly even I !F4 is likely. 

SATURN NEWS 

Unfortunately, Sega will NOT be releasing 
Warp’s spectacular FMV adventure, Enemy 
Zero (EO), here in the States due to bad focus 
testing. It’s possible that some other American 
publisher may pick it up, but don’t hold your 
breath. Fighters Megamix, AM2’s spectacular 
3D fighter, will not be released until June, and 
there’s even a rumor that I !F3 may not even 
make it here due to high costs (the 
upgrade/memory cart itself costs around $60)1! 

In related news, Team Andromeda is cur¬ 
rently working on a sequel to Panzer Dragoon 
Zive/for release later this year, and get this— 
it’s going to be an RPG and not a 3D shooter. 
Yuji Naka is also hard at work on NiGHTS 2 set 
to debut in Japan in July, and the USA in 
September. The game is said to feature the 
same style of gameplay (2D control in a 3D 
environment) though this time with a vastly 
improved graphics engine that displays 
approximately three times as many polygons 
as the original. 


WILLIAMS PROJECTS FOR ’97 
During a recent visit, Williams gave us the* 
lowdown on a few of the games they will be 
showing at E3. For the N64 there will be Quake 
(yes!), San Francisco Rush, Robotron X, War 
Gods, Wayne Gretzky 2, Joust X and IVIK4. All 
games are 96-meg carts to be released in the 
third or fourth quarter. Williams also told us 
about an all new Mortal Kombat RPG that is 
being produced by John Tobias. MK 
Mythologies: Sub-Zero’s Adventures for the PS 
and N64 will be a 4th-quarter release and will 
feature characters and locations from the MK 
universe. For the PlayStation Williams is cur¬ 
rently developing a follow up to the Williams 
Arcade Classics CD and an all new 3-D version 
of Atari’s legendary Centipede. 

NINTENDO DROPS PRICE OF N64 AND 
DELAYS MORE GAMES! DOH! 

Last week, Nintendo announced that the price 
of the Nintendo 64 in Japan will drop by a third 
from 24,800 Yen ($249 US) to 16,800 Yen 
($135 US). Accordingly, NOA are set to 
announce a price drop for the American N64 at 
E3 to $149.99. Rumor has it that the 64DD 
might NOT be at the show, simply because 
Nintendo wants their N64 user base to grow 
before they bring out an add-on. As for Zelda 
64, NOJ recently announced that the game will 
NOT be 64DD, and will instead be released on 
a 128-meg cart in the 4th quarter. Then, when 
the 64DD is released next year, Nintendo will 
release a new disk version of Zelda with more 
levels and features that weren’t in the cart ver¬ 
sion. 

In other 64DD news, Genyo Takeda, the man 
responsible for the 64DD and the N64 con¬ 
troller, recently told the Japanese press that 
there were 10 games in development for 64DD: 
Zelda 64 Plus, Sim City, Mario Paint, Super 
Mario RPG 2, Fire Emblem 64, Pocket 
Monsters 64, Cabbage (name will change), 
Bass TuriNo. 1 Part2(a fishing game), Mother 
Sand Super Mario 642(which will now feature 
different player-controlled characters, SMB3 
style). 

Nintendo will ship the 64DD in the 4th quarter 
of 1997 in Japan, with between 2 to 3 titles 
available at launch. NOA is aiming for a 1st 
quarter 1998 release in the States, though 
that’s expected to change. 

Finally, Miyamoto has a new RPG in the 
works (the format is unknown) that is said to be 
Nintendo’s attempt to counter Square’s FFVII 
and Enix’s Dragon Quest 7. Shyeah, right! 

SONY NEWS 

It’s official. Enix has signed a deal with 
Sony of Japan stating that the highly anticipat¬ 


ed Dragon Quest 7 will be a PlayStation exclu¬ 
sive*. The game is rumored to be in develop¬ 
ment for a Summer ’98 release date in Japan, 
with a US version not scheduled until 1st quar¬ 
ter 1999. Also, Sony of America will release 
the US version under their own label and not 
Enix’s, just like they do with Square. 

Sony’s first RPG, Beyond the Beyond, has sold 
over 100,000 copies to date, and Sony is very 
excited about the success of a relatively low-key 
RPG. Coupled with the success of Suikoden, 
this is good news for PS-owning RPG fans. 

Tekken 3 will hit the PS later this year with 
an upgrade pack that enables the PS to per¬ 
fectly emulate Namco’s system 12 coin-op. 
Wipeout 3 is also in development for later this 
year, with new tracks and new vehicles. 

Finally, we have some preliminary informa¬ 
tion on PlayStation 2. Set to ship in 1999 in 
Japan, the rumored specs consist of a 64-bit 
200 MHz CPU, a 64-bit graphics chip that can 
handle 5 to 10 million flat-shaded polygons 
per second, and 32 Megs of Ram! Already 
word reaches us that FFVIII is to debut on this 
new system, though no one is quite sure when. 

FINAL ROUND... 

Any Channel, the developers of POed, have 
ceased development of POed 2 for the PS 
because they couldn’t find a publisher to sell 
their game. Instead of making videogames, 
Any Channel is concentrating on developing a 
3D rendering engine for the PC that is said to 
completely eliminate the need for 3D acceler¬ 
ator cards! Hmmm... 

Westwood Studios still hasn’t begun develop¬ 
ment on Command & Conquer for the N64, 
though they admit that technically it is possi¬ 
ble. They are currently in the process of con¬ 
verting the C&C pseudo-sequel, Red Alert, and 
Lands of Lore to PS for a 4th quarter release. 

Street Fighter Vs. X-Men on the Saturn will 
ship with a RAM upgrade cartridge and should 
be out by July. Capcom has pushed back the 
release date on Resident Evil 2 from March to 
the end of the year in Japan. The US version 
is expected to hit some 2 to 3 months after 
that. The game will now come on 2 CDs and 
will be at least 50% bigger than the first. The 
Saturn version of Resident Evil is also in devel¬ 
opment. Subtitled Resident Evil Dash, the 
game will be released in Japan this Summer 
and will include features exclusive to the 
Saturn. Last but not least, Capcom confirmed 
that Street Fighter III WILL be converted to 
consoles, though no specific platforms were 
mentioned. Place your bets now, ladies and 
gentlemen! 
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FROM A CAVE DEEP INSIDE AGOURA 



Dear Postie, 

i can’t believe the space they left you in 
February 1997 issue! You should take an ax to 
the Editor-in-Chief for that sin! 

I would also like to reply to what Chris Jones 
said in that same issue. Yes, Chris, I compre¬ 
hend what you’re saying, but it proves you are a 
complete idiot. The reason you always play the 
Me of a character in RPGs is because THAT’S 
WHAT MAKES THE FREAKIN’ GENRE! You think 
about that, Chris: Role Plavino Game . Geez! 

Finally, I’d like to crown Takuhi as the king of 
GameFan. He's always reviewing the hottest 
RPGs and writes with intelligence! 

Takuhi rules! 

Sincerely, 

Adam Lindsley 
llwaco, WA 

/ received a number of heated letters that took 
offense to Chris Jones’ "I hate RPGs " rant. All I 
can say is. take it easy guys, it’s a free(ish) coun¬ 
try. Mr. Jones is entitled to his opinion just like 
everyone else! Even if it is tragically and woe¬ 
fully misinformed. As for Feb ’97. don't remind 
me. My psyche is scarred forever. 

Dear Purveyor of Postography, 

I get your mag often (I'm going to get a sub¬ 
scription) and I love the way you've been giv¬ 
ing us updates on... FINAL FANTASY VIP. 
Ahem. I own a PlayStation (naturally) and I 
can't wait till... FINAL FANTASY VII comes 
out. I love the FF series and this one looks 
like it rules! Anyway, a few questions on... 
FINAL FANTASY VIP 

1. Are Cid, Tifa, Red XIII, Vincent, Caet Sith, 
and Yufi controllable party members? 

2. Are there any more characters? 

3. It's already out in Japan but, when will it be 


out here? 

4. Will it be Final Fantasy VII or IV (I hope it is 
VII, it sounds more dramatic)? 

5. If Shin-ra runs on Makoro energy, then why 
is it SEC (Shin-ra Electric Power Company)? 

6. What kind of pencils does Tetsuya 
Nomura use? 

7. Isn’t Tifa cute? 

That's it. Seven questions, ironic, huh? 
Jeremy Thomas 
Okmulgee, OK 

This letter is just the tip of Final Fantasy ice¬ 
berg that smashed into my post-bag Titanic this 
month. Hopefully Takuhi’s review should answer 
most of your questions, but for those of you who 
have worked yourself up Into a unstoppable FFVII 
feeding frenzy, here’s a few more FF nuggets. 

1. Yes. All of them. 

2.1 take it you mean playable characters other 
than the above? Not that I know of. But there is 
a Game Shark code that allows you to have 
Sephiros and P-Cloud in your party. 

3. September the 7th is the date to mark 
on your calendar. Just think... that’s nearly 
six months till you get to play an English ver¬ 
sion of FFVII. Bet you wished you read 
Japanese now, eh? 

4. Good news Jeremy. Sony feels the game is 
now distinguished enough to retain the Japanese 
series title. FFVII it is! 

5. Hmmm. That’s a good question. Probably 
because Shin-Ra transforms the energy from the 
planet into electricity. 

6. The lead kind. 

7. Distractingty so. Just wait for the ending! J 
And Jeremy, look up ‘ironic ’ in the dictionary. 

Dear Postmeister, 

I’m really worried. You see. I’ve got a 
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Saturn, and after a quick trip home to the 
States, I finally got a chance to see the 
PlayStation dominating the gaming scene first 
hand. For me, it was positively frightening. As 
stores that had demo machines set up, the 
Saturn demo either wasn't working or had some 
overly lackluster game running (the original 
VF?\ Come on!) whereas the PS has games like 
Star Gladiator, Twisted Metal 2 or Tobal No. 1. 
And I haven’t even mentioned the N64. 

Now I’m back in Japan and it seems that the 
Saturn is faltering here as well. It’s most likely 
due to the promise of FFVII \or the PS, but why 
are really cool anime-related games coming out 
for the PS only? I mean look at it: Zeiram Zone, 
Ranma 1/2, Ghost in the Shell, Saber 
Marionette J and Battle Angel to name a few. 
Okay, the Saturn got a Macross shooter, two 
Evangelion adventure games and a Magic 
Knight RayEarth RPG (I’m still waiting, Working 
Designs). The PS has the edge by far. 

Now here’s the kicker—I just read in a 
Japanese gaming mag something that made my 
heart skip a beat in a bad way —‘Dragon Quest 
VIT and ‘PlayStation’! If this doesn’t spell the 
beginning of the end I don’t know what does. 
Hello, Sega, if there was ever a reason to make 
a new Phantasy Star game, this is it! 

Don’t get me wrong, I love my Saturn. It’s just 
I don’t want to see my game system of choice get 
crushed by Sony’s marketing muscle and 
Nintendo’s popularity, or get left out in the cold 
by all the third parties. I’ve been down that road 
before with my Duo. It’s not a pleasant drive. 

So Posty, what do you make of this dilemma? 
Is the Saturn being overshadowed in almost 
every aspect by the PS? Does Sega have any 
aces up their sleeves to pull them through this 
crisis? I would greatly appreciate your input. 
Dustin Blaine Javier 
NAF Atsugi, Japan 

Well, when you’re right, you’re right. I won’t 
try to sugar coat it Dustin, the Saturn is definite¬ 
ly third in the rat race right now. The amount of 
times I’ve seen defunct Saturn displays in chain 
stores is truly distressing. But I don’t think Sega 
is ready to give up the ghost quite yet. 

Besides, why should the PlayStation's success 
stop you enjoying your system, or the numerous 
brilliant games available for it? Independence 
Day may well be the highest grossing film ever, 
but does that make it the best? Of course not. 
You’re right not to underestimate the importance 
of the Enix/Sony deal, but I wouldn't worry too 
much about Sega losing third party support. Even 
though the Saturn has sold less units than the PS 
or N64, as Youchi Miyaji pointed out, the Sega 
user base is proportionately more active than 
Sony or Nintendo, meaning it is still profitable to 
produce a Saturn game. As for aces up sleeves, 
the new Bandai merger should bring a few sur¬ 
prises, and keep an eye out tor VF3... 

Dear Omnipotent Meister of Post, 

Being one of the female gamers writing in, I 
would first like to compliment you on letting our 
voices be heard. The videogame community 
cannot ignore us! Now onto my rant. Who was it 
that said Tetsuya Nomura’s FFVII art sucked? 


They should be tarred and feathered! The new 
artist rules! His art is satisfying, smoothly shad¬ 
ed and yet detailed. Now the old ffartist on the 
other hand... Urgh. I viewed Yoshitaka Amano’s 
first piece of art for FFVII (in your magazine, no 
less) and turned away in disgust. Cloud doesn’t 
even look like a man! Aeris’ hair is blond! The 
two artists shouldn’t even be compared! 

Next I want to say that I’m tired of readers 
writing in and bashing polygons because of 
their lack of personality. Did any of these read¬ 
ers ever see Mario 64? Or FFVII? I think there 
is more expression in these two games than 
any of their predecessors. I for one believe 
that the silky smooth animation of polygons, 
realistic movement, and 3-D capabilities more 
than outweigh their ‘lack ot personality’. Now 
on to the questions. 

1. Is it possible that Arika could port Street 
Fighter EX onto the N64? It’s completely polygo¬ 
nal, so it seems possible... Is it even going to 
arcades, or just the PlayStation? If it’s in 
arcades, could it compete with Model 3? 

2. Is SlarFox 64 going to have two player capa¬ 
bilities like SlarFox 2? Two player team, I mean. 

3. Is it remotely possible that Team 
Andromeda will join GDNet? Imagine Panzer 
Dragoon 64W 

4. The last time Takuhi mentioned the FFVII 
frame rate it was running at 15 fps. Will it run 
faster in the final version? I hope so. 

5. What ever happened to Legacy of Kain? You 
guys never gave it a viewpoint! 

6. What ever became of Terminus? A long 
time ago you said you’d be bringing a big review 
on it? Is it good? 

Oh, and even though I like anime, I don’t like 
Sailor Moon. 

Thanks, 

Briefle Myers 
LA 

Well peel my tangerines! A pro-polygon letter! 

I agree with you, Brielle, polygon graphics are 
just as effective an aesthetic medium as hand 
drawn art. If a polygon model lacks character or 
personality, it’s the designer and animator who 
are at fault, not the medium. Plus polygon 
graphics have the obvious advantage ol creating 
a 3D world. Having said that, polygons will never 
be able to completely replace 2D art, and you 
know what? I don’t think they have to. There's 
enough room in this industry for everyone. 

1. Capcom is an N64 developer, so it is possi¬ 
ble. SFEX is currently doing the rounds in the 
arcades with a PS version already on its way 
(featuring enhancements and new characters). 

2. There is a multiplayer mode in StarFox 64. 
but I don’t think it’s team play. Vs. only, so it’s 
“Zabz-Zaba, Odulabua ” to that idea. 

3. I would have said no, but after recovering 
from seeing Treasure code an N64 game, any¬ 
thing is possible! 

4. Most of the game runs at 30 fps (some of 
the sub-games run at 60 fps) but the battle 
scenes still run at 15 fps. Be advised, however, 
that those 15 fps are filled with some of the 
most insane effects known to man. 

5. Er, there was a reason why we never view- 
pointed Legacy of Kain, / just can't remember it. 


Still, out of this mishap comes a world first! A 
Postmeister viewpoint! 



6. Terminus was to be Scavenger’s first game 
to use their NERB technology; 2D sprites drawn 
from every conceivable angle to appear like true 
3D characters. It is still in development and the 
moment we hear more, so will you. 

Postmeister! 

In the January issue of GameFan, someone 
wrote in about how upset they were that Square 
was working for Sony now. You replied that the 
fact they were making games at all was the 
important thing, and that as long as the games 
were good, that was what counts. At the time, I 
was quite inclined to agree with you. As a 
Saturn owner who doesn’t really care about 
Sony and Nintendo (well, I do have a soft spot 
for Miyamoto’s works) I tilted my head back and 
laughed, “Ha Ha!!!” But now the tables are 
turned. It’s Go Go Troublemakers, and it’s 
TREASURE DOING AN N64 GAME??!! 
NOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO 
(Snip! Sorry, a page of Os is a bit excessive). 

And the graphics are rendered ! Everything 
they’ve done before was hand-drawn. I pre¬ 
fer hand-drawn art to renders 100%. I am a 
big Treasure fan and bought a Saturn just for 
Guardian Heroes (although if I had played 
NiGHTS before, it would have sold it to me 
instead). I thought Treasure would continue 
to work on the Saturn; Silhouette Mirage is 
still in the works, right? 

Thanks, 

Michael Stearns 
Ellensburg, WA 

Thanks for the letter, Michael. Sorry we had to 
edit it down a little but paper isn’t cheap, you 
know... Well, yes, we were all a little shocked to 
hear that Treasure was developing for Nintendo 
(albeit through ENIX) but you’ve got to admit, it’s 
pretty exciting news. System loyalty is 
admirable, but aren’t you even curious to see 
what Treasure is going to do with the N64? No 
word on Silhouette Mirage (it’s still in develop¬ 
ment), but keep in mind that Enix’s recent 
announcement means a Saturn version of Yuke 
Yuke Troublemakers is a distinct possibility. 

Dear Postmeister, 

I’m a brand new subscriber. Please print this 
letter or write back to me. 

1. Are Sonic the Fighters, Indy 500 or 
Gunblade New York coming to Saturn? 

2. Would Gunblade New York use the Stunner? 

3. Will there be a NiGHTS 2. Virtua Cop 3 or 

C« us out qnumPat - http://www.gamefan.com 


a true Daytona 2? 

4. Will there ever be an Ecco the Dolphin or a 
Toe Jam and Earl for Saturn? 

5. Is Waverunner, Sega Touring Car or Jaleco's 
Super GT 2nd coming to Saturn? 

6. Will there ever be a Saturn version of 
Jurassic Park: The Lost World or Batman and 
Robin? 

7. In your Feb issue you said that Crystal 
Dynamics is making a Gex2 and a Pandemonium 
2 for PlayStation only. Please tell them they 
should release those two games for Saturn. 

8. Will there be any more Sonic games for the 
Saturn? 

9. Will there ever be a Sonic Kart game for 
Saturn like Sonic Drift 2 on Game Gear? 

10. Last, is there a Tomb Raider 2? If so, will 
it be out for Saturn? 

Thank you for your time, 

Eric Gustafson, 

Hinsdale, IL 

Wait, let me guess. You own a PlayStation, 
right? Geez, what do I look like to you, a Sega 
game schedule list? But since you’re new... I 
guess I’ll play ball. Just this once, you hear? 

1 & 2. All three games have been announced 
for Saturn, and should turn up later this year. I’d 
imagine that Gunblade will be Stunner compati¬ 
ble, unless Sega releases a new light gun periph¬ 
eral (unlikely). 

3. NiGHTS 2 is under consideration, although 
there is nothing solid at the moment. No word 
on Virtua Cop 3 or Daytona 2, although AM2’s 
latest Model 3 coin-ops (House of the Dead and 
Scud Racej can be considered as pseudo¬ 
sequels, and they’re both due lor Saturn conver¬ 
sions at the end of this year. 

4. Probably not, but if there was, my money 
would be on Ecco over Toe Jam & Earl. 

5. Touring Car has been announced, but noth¬ 
ing on those other two. 

6. Lost Worlds Is being developed for the 
Saturn by Appaloosa, and if you mean the new 
Batman & Robin movie, I wouldn’t be surprised 
if a Saturn movie license turned up. Probably 
by Acclaim. 

7. Er, okay. 

8. Sonic Extreme is being developed by Sega 
of Japan as we speak. 

9. Sonic Drift 2 wasn’t very good so don’t hold 
your breath. 

10. Good news! There is a Tomb Raider 2 in 
development for Saturn (as well as 
PlayStation), and Core wants to use the VF3 
upgrade cart to make it as spectacular as pos¬ 
sible. Well, the more polygons they use on 
Lara’s rear the better, that’s what I say... 

Well that about wraps up my bag ol goodies this 
month. You keep writin', ya hear? 


Incite to 5Se o|S I’ll fun fo(g Tfe* ident! 
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As # usual, wg just can’t cIosg an issue of GameFan without 
squeezing in every last bit of goods. These Wild 9 shots arrived 
just hours before we shipped film and so, we booted a house ad 
and voila! Wild 9! 


















PERIPHERALS OR TO ORDER CALL: 

(212)-279-6758 

FAX 212-279-6760 


THE RIGHT TOOLS FOR TKE JOB... 

SMART 
PADS!! 


Ergonomically shaped for maxi 
Five levels of programmable rapid fire for each button! 

Adjustable for traditional or 4-way directional movement com¬ 
plete with adjustable sensitivity! 

: Iraafog) A unique wheel around the D-Pad provides a distinctive driving 

experience which can be fine tuned to the players liking!! 

The large 2” display is easy to read and program! 

POWER WHEEL’.. 

•NINTENDO 64, PLAYSTATION 
and SATURN compatible! 

•Programmable shift buttons and 
4 position shifter on the column! 

•One-piece design, triple connecter 
for all 3 platforms! 

•Programmable foot brake and throttle! 

•Analog gas and brake pedals! 

•Adjustable steering column! 

•Ferrari-type steering wheel! 


? HEEL. TRUE ANALOG STEERING CONTROL. ; ■ 

GAS. BRAKE. AND SHIFTING. PLUS EVERY STOCK CONTROLLER FEATURE BUILT IN! 

THE POWER WHEEL BRINGS RACING GAMES TO LIFE. WHY DRIVE WITH ANYTHING LESS? 
IT’S THE RIGHT TOOL FOR THE JOB. 

FOR INFORMATION ON THE FULL LINE OF GAME SOURCE 
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STATES ZIP. 


We Rock!! 


Game Cave is the first ever full-scale import game and related merchandise center. You’ll find the latest import 
games for the Sony PlayStation, Sega Saturn and Nintendo 64, a complete line of domestic games, resin kits, 
related toys, game music, wall scrolls, apparel, anime, and 

peripherals all under one roof. When you call Game Cave, _ iii ( i 1 iii) m i _ i~t 

you’ll be greeted by one of our many expert sales people ' 1 jSSS jjj 

eager to assist you with your purchase. Leave those busy ^ 

signals behind! Our state-of-the-art phone system assures ._ r 

unparalleled customer service. SSjs I f 


Our goal is your satisfaction, each and every time you call. 
Bottom line: We want your business! Call Game Cave today! 


Visit: Our Web 5ite! 


Register to 


Sony PlayStati 


• Order Online 

(5 

• Online Catalog 

• Internet-Only Specials 

Drawing held 


ronthly; winner notified by mail. 
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DIRECT FROM JAPAN! 

These amazingly detailed action figures 
are sure to become a hot collectible. They 
are of the highest quality, include stands 
and weapons and are packaged beautifully, i 
Hurry, quantities are limited! i 


FINAL FANTASY 

SPECIAL OFFER: 


RANMA 1/S ■« 

SPECIAL QEFER! 


EVAIMEELIOIM FANS 


{ Large Rei Ayanami kit 

* 17 inches tall. Constructed with Poly¬ 

resin. Comes fully assembled and 
hand painted with extreme detail, with 
anodized clothing 
& shadow effects. 

Sold in japan for 

$250-$300 


NOT INCLUDED 


MUSIC CD & POSTER MUSIC CD &WALL SCROLL 

95 


PURCHASE FINAL 
FANTASY VI 
ORIGINAL 
SOUNDTRACK 
(TRIPLE DISC) 
PLUS POSTER 


Package Special! 


Package Special! 


DRAGON QUEST III 

3 SPECIAL OFFER: 


SECRET OF MANA 3 

SPECIAL OFFER: Mgr 


Small Evangelion kits 

8-1/2 inches tall. Constructed with 
Poly-Resin. Comes painted and fully 
assembled. 

Sold in Japan for $150-$175_ 


STAND NOT INCLUDED 


Get The Game & Music CD Get The Game & Music Cl 

Get Secret Of ^ _ _ Get it all, Dragon . _ _ 

ztss. $1 ?Q 95 $1 IQ 9 

and the Music CD I k J release, plus the I I 

for one low price! a $150 Value! music CD for one a $150 Value! 

great price. 


x \ FINAL FANTASY VII 


IT'S LIKELY THE FINEST VIDEO GAME 
EVER CREATED AND IT’S AVAILABLE 
RIGHT NOW AT GAME CAVE 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES Visit Our Web Site: www.gami 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. * 

RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE N 
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND H 
DUNG ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE 


INFO 
LINE , 










UNIVERSAL NB4 CONVERTER AVAILABLE NOW! 
with the purchase of any N64 title 


ACTION 

MDK 

SWAGMAN 
RAW PURSUIT 
SPIDER 
BATTLE SPORT 
INDEPENDENCE DAY 
THE DIVIDE 



ADVENTURE 

TAIL OF THE SUN 

ROLE PLAYING 

SUIKODEN 

RACING 

RALLY CROSS 



ROAD RAGE 
RED ASPHALT 


SHOOTING 

TENKA 

X2 


SPORTS 

JIMMY JOHNSON NFL 97 
NBA SHOOTOUT 97 
NCAA BASKETBALL: 
FINAL FOUR 

FIGHTING 

SOUL BLADE 
CLAYFIGHTER 3 
PSYCHIC FORCE 


FATAL FURY REAL BOUT 


ACTION 

MEGAMAN 8 

DOOM 

THE CROW 

CRIME WAVE 

CONTRA:LEGACY OF WAR 


ROLE PLAYING 

MAGIC KNIGHT RAYEARTH 



ADVENTURE 

PROJECT OVERKILL 
VARUNA-S FORCES 


SHOOTING 

PROJECT X 2 
RACING 

DESTRUCTION DERBY 



SPORTS 

FIFA SOCCER 97 
NHL 97 


SHOOTING 

DOOM 

SPORTS 

NBA HANGTIME- 
AVAIL.N0W 

RACING 


MARIO KART 64-AVAIL 
NOW 



COMING SOON 
APRIL-JULY 
MISSION IMPOSSIBLE 
BODY HARVEST 
KIRBY’S AIR RIDE 


ACTION 

TUROK:DINOSAUR HUNTER 
BLAST CORPS 
CLAYFIGHTER 3 








AIM I ME! 

ALL OF THE BEST TITLES TO CHOOSE FROM! 
ENGLISH DUBBED OR JAPANESE DIALOG. 


DECORATE 

YOUR 

WALLS WITH 

BEAUTIFUL 

ANIME AND 

GAME 

RELATED 

WALL 

SCROLLS! 


EVANGELION, ARMITAGE, 
PLASTIC LITTLE, GOLDEN BOY, 
GUNSMITH CATS, MEMORIES, 
SUIKODEN, TOSHINDEN, AND 
MANY MORE! 


Square Game Music Special 

WE HAVE ALL OF THE BEST TITLES TO CHOOSE FROM! 


Get all your epic RPG classic SFAM titles 
at the Cai/e! from $G4.95 - $99.35 

Final Fantasy V - Square Bahamut Lagoon - Square 

Secret of Mana 3 - Square Front Mission - Square 
Romancing Saga 2 - Square Creation of Heaven & Earth - Enix 

Romancing Saga 3 - Square Tales of Phantasia - Namco 

Dragon Quest III Reprise - Enix Star Ocean - Enix 
Dragon Quest VI - Enix 


FFV Dear Friends FF Phantasmagoria 

THEBRIFkIITT ill 


Chrono Trigger 


Creation Of Heaven & Earth. 

SPECIAL OFFER: 


Final Fantasy VI 


Secret of IVIana 


f rJa $ 110 

■ W Value! 

AN EPIC EXPERIENCE FROM 
ENIX! RE-LIVE THE MAGIC! 

Get Creation Of 
Heaven And Earth for 
the Super Famicom 
only at Game Cave! 


Buy two or more music CDs from our Final Fantasy, Chrono Trigger or 
Secret of IVIana collection and get $5.00 off your CD Purchase! Hurry, 
supplies and selection are limited to stock on hand. 


SPECIAL IMPORT ITEMS. 


sailor Moon Collectable Special 


Ready for immediate delivery! 


G0R0! Resin kit comes 
fully assembled and 
painted, stands 
a towering 11 ”x13” 
over a $150 value 
(Includes stand) 


Feed your Sailor Moon fetish with these life-like garage kits. Usagi, Ami, 
Chibiusa and many more to choose from! Call for details. 

Kits are unassembled and require painting. 

Your choice of any Sailor Moon Resin Kit ^ P Q R 
pictured above and get a free Sailor Moon ~'j' 

laminate poster and deck of Sailor Moon value! 

playing Cards, all for One great lOW price! Kits require assembly and pa!nl 

GAME CAVE CARRIES A FULL LINE OF RESIN KITS. ASK 
ABOUT YOUR FAVORITE CHARACTERS. KITS CAN BE 
SPECIAL ORDERED. CALL FOR DETAILS! 


EIJI 

Resin Kit 

Toshinden’s 
leading man 


Sarah 
Resin Kit 
Easy to 


Back by popular demand! The first time we 
offered this fantastic value, the response 
was so overwhelming we couldn’t keep up 
with the demand. We made a deal with the 
factory and now l,ave d'|\#>QC 
1000’s of Goros ready for $fyij 113 3 
immediate delivery, Call Now! ij ea 


paint. A great 
beginner kit! 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES Visit Our Web Site: 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL __ 

RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT f/VFOW_ 

COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN- . f/mir Ml MS M M M 
DLING ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO L *' " 1= 

CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE - C, 


130-1300 

For Orders only: 1-BBB/GameCave C.O.D. 1F3-4 





FEED YOUR US SATURN SOME IMPORT POWER!! THE BEST SS GAMES ARE IN THE CAVE! 


MOOIU-, 


GET SAILOR MOON-S, 
THE NEW RENDERED 
FIGHTER, AND SAILOR 
MOON WALL SCROLL, 
a $95 Value! 




SPECIAL! GETTHE 
IMPORT SATURN KING 
OF FIGHTERS ’96 
WITH RAM CART AND 
SAMURAI SHODOWN 
3 FOR ONE LOW PRICE! 


2 GAMES! 
il/1095 


Package Special! 


SHINING THE H OLY ARK 


AIRS ADVENTURE 
TERRA PHANTASTICA 

STRATEGY 

EVANGELION 2 


THE LONG AWAITED RPG FROM 
THE MAKERS OF SHINING IN THE 
DARKNESS HAS ARRIVED. EXPE¬ 
RIENCE THE ULTIMATE ROLE 
PLAYING ADVENTURE. 


GUNDAM SIDE STORY 3 

SHOOTING 

ASSAULT SUIT 
LEYNOS 2 
MACROSS 


THE MUCH ANTICIPATED SEQUEL 
HAS ARRIVED! EASILY ONE OF 
THE BEST 2D SS GAMES YET 
SEEN. IT’S AWESOME!! 


KBIO YU GEKITAI 


CAPCOM’S FIGHTING PROWESS 
MEETS THE MECHANICAL AGE! 
DON’T MISS THIS ONE! 


CONVERTER! 

YOU CAN PLAY IMPORT GAMES EASILY ON YOUR US 
SATURN WITH A CONVERTER. CONVERTER $19.95 
_WITH GAME PURCHASE_ 


FROM THE FOLKS AT SUNSOFT WHO 
BROUGHT YOU GALAXY FIGHT, IT’S ( 
WAKU WAKU 71! AWESOME ART 
AND ANIMATION + BURNING TUNES 
AND COMIC RELIEF! 


AM2S ROAD RACER WITH NO 
EQUAL. THE SS VERSION PRO¬ 
VIDES ALL THE THRILLS OF THE 
COIN-OP! 

































OKAY, ROOKIE. LISTEN UP. YOUR 
OIG IS TO RESCUE A HOSTAGE AND 
KICK SOME TERRORIST BUTT. 


USEWHATEUER IT TAKES: MACHINE 
GUNS. MISSILE LAUNCHERS. FLAME 
THROWERS. BROKEN BOTTLES. 


SEGA SATURN 





